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Filter should be very pie €G 


My love and affinity for Syphon Filter goes way back to about two years ago. Ait that 
time, I was given a privileged first look at an early demo of what was to be the final 
game. Even then, in its early state, it was clearly evident that 989 Studios and Eldetic 
had a potentially huge hit on their hands. You'll be hard-pressed to find another 
game on the PlayStation that seamlessly blends intense shooting action and 
surreptitious gameplay with an in-depth storyline, exploration and discovery, and 
even a bit of puzzle~solving. If you can believe it, both Dave and | have played through 
this game in all of Its various Incamations roughly ten times each. Many late nights 
and weekends were gladly spent taking Gabriel Logan through his paces while saving 
the world from the clutches of terrorist Erich Rhoemer and his mad plans to unleash 
the deadly Syphon Filter virus on an unsuspecting populace. With that said, we would 
both gladly volunteer to play through another ten without a second thought — the 
game’s that good. 


I'd also like to take this space to thank you for purchasing Suplion Filter: The Official 
Strategy Guide. Within the game’s twenty levels, you will bë asked to accomplish 
a wide variety of impossible missions that will challenge even the most expert gamer. 
This is where we come In. Throughout the next 130 pages, | will be taking you through 
the world of Syphon Filter. From the bomb-filled subways of Washington, D.C. 
and a well-quarded function at the Пеш York Exposition Center, to а Gothic cathedral 
Inhabited by twisted scientists and thelr unfortunate test subjects In the Ukraine. 
We are with you every step of the way. This book features both our popular style 
of walk-through, where we guide you through the game shot-by-shot, as well as 
an Informative set of strategies which break down each level by mission objectives 
with labeled “calt-outs” on a corresponding, 3D-rendered, high-resolution map. 
It's completely up to you if you'd rather glance at the guide when you get stuck or 
use If as a companion throughout the adventure. 

Lastly, I'd like to personally thank Connie Booth and Darren Yager (1 spelled it 
right this time) who, even though they wanted me to finish the guide and meetthe _ 
stringent deadline, dragged me away from my office and the game to celebrate _ 
my 30th birthday. You and all of the people who were responsi for St í 
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GETING 5 PED 


The world of Gabriel Logan and Syphon Filter is a hostile place. It's going to take a lot of training, skill and perseverance to 
eliminate Rnoemer and stop him and his legions of armed terrorists from unleashing the most powerful and deadliest biological virus 
ever known to man. Before jumping feet first into the game, take a few minutes to look over this section in order to familiarize yourself 


re with the intricacies of controlling Gabe and how to use this guide to its fullest potential. 
š $t ; 
Í Mission Objectives and Рага 
Before each mission, Gabe will be brie 
Г have to accomplish them before he 
Ë 1 evel, tl omaybes 142 
© 


each level. If you make the mistake of violating even one, your mission will be terminated and it’s back to the last checkpoint or 


start of the level. As with the Mission Objectives, Mission Parameters are also listed for you in this guide before each walk- 


through. 


Maps: 

As stated earlier, this strategy guide offers detailed, high-resolution 3D maps for each of the game’s twenty levels. In addition, to 
A help you navigate Gabe successfully through the levels, each of these maps is labeled with numbered “call-outs” which correspond 
b sil to specific Mission Objectives, landmarks or key items in the game. Just match the red number in the Mission Objective text to 
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the call-out on the map. 


There is also an in-game map which you can call up any time, via the Advanced Computer Display (ACD), by hitting the START button 
then highlighting the MAP option. When highlighted, you get an overview of the level with an indicator for your position relative to 
the location of objectives and landmarks. For a quick reference, these same maps can also be found in the top-left corner of each 
page of this guide. Depending on Gabe's location in the game, some of these maps may not be available. 


The Targeting System: 
There are three separate Targeting Modes, each one being a bit more advanced than the next, available for use to take out the 
Я game's unrelenting enemies. During the дате, you will be face scenarios where you'll have to use each of these diligently. Targeting 


well requires patience, а steady hand, and expert marksmanship. Here is a breakdown of the Targeting Modes and how to use 
them: 


Default: The Default Mode is executed by hitting the SQUARE button to fire at your nearest enemy. This mode is the least accurate 
of the three. Without the aid of locking on to, and getting a bead on your target, there are no guarantees you'll quickly take him 


out without possibly hurting Gabe in the process. The Default Mode is also ineffective against enemies wearing protective Flak 
Jackets, as it aims for the general area of the body where the protective armor is. 


Target Locking: The Target Locking Mode is executed by pressing and holding the R1 button to lock on to the nearest enemy. This 
mode allows Gabe to keep an enemy in his sights and shoot at him while facing/running in other directions. Although this mode is 
more accurate than the Default Mode, your chances of hitting an enemy increase and decrease depending on your location and 
how much you're moving around. When Gabe is locked on to a target, one-handed weapons grant him nearly 360 degree movement 
while keeping the target in sight, whereas two-handed weapons provide 180 degree shooting range. You can cycle through multiple 
targets by releasing RI and quickly pressing it again. Like the Default Mode, the Target Locking Mode locks on to an enemy's body 
and is ineffective if they are wearing Flak Jackets. 


left. 


Armor/Health: The Armor/Health Meter displays your current health status and the amount of armor you have remaining. When the 

bar is blue, you are still protected by your ras Jacket armor. As you get hi r weakens and eventually disappears (indicated 

by a red bar), leaving you instantly wera to ing up Flak Jackets, but health can 
Ж ч 


not be recovered. 


ng hit by enemy fire; it will fill and deplete 
dar's ev Indicator Cone begin to 


2; nger Meter: The red Danger Meter Авар the imme i 2 
when Gabe is in an enemy's a When the Danger Meter [2 солу 


е meter will fill. When it is ‘completely filled, you have a 100% 


vailable, the Target Meter does not appear. 


navigation. When an enemy is alerted to your presence, the Indicator Cone flashes red. You are the most vulnerable and likely to 


get hit when this occurs. It’s a good idea to take evasive action. 


Maneuvering Gabe: 
Gabe has a variety of moves he can pull off which must be learned a d mastered if you 


make it through the game in one 
imended you first watch the Training Video (available t the title screen), t 


n practice all the moves on one of 


К 


i 


the earlier levels. 


Standard Run: When Gabe isn't trying to be stealthy by crouch-walking, he is constantly running. This is done by pressing any direction 
on the D-pad or Analog T Thumbetick when no other button is pressed. 


GETTING START 


= Crouch-Walk: The crouch-walk enables Gabe to sneak up on his enemies, safely navigate narrow areas and move from obstacle to 
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obstacle without being seen. This is an indispensable move and should be used often. You can execute the crouch-walk by pressing 
ге And holding down the X button while moving in any given direction. You can also use the crouch to duck and take cover behind 
rt * certain obstructions. 


КШ 


Lower Down: When Gabe is near a ledge or overhang, ои can lower him Tal by holding ii X button chalets pus D-pad or left 
ick in the ti И enh оо high iii p p down wn from ай object 

Fr 
ë directio LA ДА D-pad 


Strafing: By holding down either L2 or R2 and the X button while running forward or standing still, Gabe can strafe to the left or 
right; while shooting. Get comfortable with this feature, as it makes navigating twisting corridors and hallways much easier. You can 


also use it to come around a corner while facing forward, allowing you to be prepared in case you come into contact with an enemy 
on the other side. 


Peeking: When using the Manual Aiming and Sniper Modes, Gabe can peek around objects and corners to get a better bead on his 
enemies. This move is executed by first holding down the L1 button (to enter into the Manual or Sniper Aiming Mode), then 
pressing and holding L2 or R2 to peek out to the left or right. You can let go of the L2 or R2 button to quickly snap Gabe back to 
his original position and avoid any gunfire from an enemy who might have spotted you. This function allows Gabe to detect 
enemies while still remaining partially protected. 


Action Button: - 
The Triangle Button has four different moves assigned to it depending on where you are and what; you're doing in any given level. 


3 1: Climbing Terrain: By pressing the Triangle button when Gabe is next to or below an object that is generally four feet high, 
tere, including crates, brick walle and fire escapes, Gabe will automatically jump, climb or hoist himself up to the next elevation. There 
will be certain instances when Gabe will find himself hanging from a beam, girder or ledge (again, press the Triangle button to 
jump up and grab). In this instance, you can shimmy Gabe to the left or right by pressing the D-pad, left Analog Thumbotick, or 
L2 or R2 buttons, allowing him passage to otherwise inaccessible areas. You can shoot while hanging, as long as you have a опе- 

handed weapon. When doing this, use your ammo sparingly, as you aren't able to reload once you're hanging, 


2: Environmental Interaction: By pressing the Triangle button when Gabe needs to execute a certain objective (injecting Test Subjects, 
cataloging Missiles, etc.), or is next to a useable object (doors, computers, switches, Weapon Crates), he will interact with the 


object or objective. 


3: Weapon Reloading: By pressing the Triangle button when Gabe is not standing next to interactive terrain or objects, he will 
reload his current weapon. Keep an eye on how many rounds you have chambered at any given time and constantly reload when 
the cartridge is near empty, unless you want to get caught in a fire fight with an empty gun. Gabe will reload automatically 
when you get down to the last bullet, but you won't be able to shoot when he's doing this, so he might take some damage in the 
process. 


4: Contacting Agency Personnel: By pre g the Triangle button when Gabe is prompted tat the bottom of the screen, he will 
automatically kneel down and cont hoever is calling him. 
am bdel O КАШАА t SOUL 


cycle through your available weapons on the fly, until you come to the one you want. You can select a weapon this way and be 
moving at the same time. Certain items, such as the Flashlight, Viral Scanner and Antigen Injector can only be selected via the 
manual selection. ; Š ee 2 

Weapon Strategies and General Information: oe р 
You'll find a detailed list of Syphon Filter’s weapons, ao well as their Fire Rates and Damage Ratings in the game's accompanying 
instruction manual. Instead of listing them here, this space touches on certain things that might not be made clear in the walk- 


through, 


* When you pick up or come across a weapon or Weapon Crate, and you don’t have that item already in your inventory, you will get; 


that gun and whatever ammo is in ite chamber. If you already have that certain weapon and pick it up, you'll get ite ammo added. 
to your collection. If the ammo for that. certain weapon ia maxed out, you won't, be able to pick up the gun or the атто, so you'll 
have to leave it behind to pick up at a later date. 


* When using both regular and Gas Grenades, make sure you're not standing too close to a wall or object... unless you want to kill 


yourself, 

* Some of the levels you encounter require you not to be seen or heard. This leaves out most of your weapons, with the exception 
of the silenced 9mm, Sniper Rifle, Nightvision Rifle and Gas Grenades. Be sure to check the Mission Parameters first before you 
enter with your guns blazing. 

* Use the game's environments and objects to your advantage. Most of the time, ducking behind a crate or corner until you can 
get off a few shots will make the difference between taking a few hits and coming out unscathed. If you don’t panic in intense firefight 
scenarios and instead pick and choose your targets wisely, you should have no problem getting Gabe out of potentially life-threatening 
situations. 


ë 


AGENCY DIRECTIVE: 


OUR FBI INFORMANT HAS PINPOINTED THE TERRORIST VIRAL ATTACK IN THE DC SUBWAY 
SYSTEM. OUR CONTACTS WITHIN THE U.S. DEFENSE AND INTERPOL CONFIRM THE IDENTITIES OF 
THE TERRORISTS. WE WILL DROP YOU IN AFTER CBDC (U.S. ARMY CHEMICAL AND BIOLOGICAL 
DEFENSE COMMAND) OPERATIONS BEGIN. 


YOUR TARGETS ARE RHOEMER, RRAVITCH, ARAMOU AND GIRDEUK. SATCOM HAS INTERCEPTED 
CODED MICROWAVE TRAFFIC. RHOEMER MUST HAVE AN UPLINK STATION IN THE AREA. ASSIST 
CBDC IF NEEDED. AVOID COLLATERAL CASUALTIES IF POSSIBLE. CHECK YOUR OBJECTIVES 

ONSITE FOR MORE INFORMATION. 


OBJECTIVE 1: ELIMINATE RRRUITCH AND DESTROY COMM. ARRAY | 
KRAUITCH IS HELD UP IN “THE PLACE” — A BAR LOCATED ON GEORGIA STREET 
— WHERE HE HAS SET UP HIS COMM. ARRAY WITH WHICH TO UPLINK DATA 
AND INFORMATION TO RHOEMER IN THE SUBWAY BELOW. THE PLACE SHOULD 
BE YOUR FIRST STOP AND YOU'LL FIND KRAVITCH CROUCHED BEHIND A BAR IN 
THE BACK OF THE BUILDING (1). SINCE HE'S WEARING A FLAK JACKET, THE 
ONLY WAY YOU WILL BE ABLE TO QUICKLY TAKE HIM OUT IS TO PROP GABE UP 
AGAINST THE DOORWAY WALL AND USE HIS MANUAL TARGETING SYSTEM TO 
AIM FOR THE HEAD. IF YOU'RE QUICK ENOUGH, YOU'LL BE ABLE TO KILL HIM 


PRIMARY MISSION OBJECTIVES: 
1: ELIMINATE KRAVITCH AND DESTROY 
comm. ARRAY 
2: ELIMINATE RHOEMER 


SECONDARY OBJECTIVES: 
3: PROTECT CBDC BOMB SQUAD 


4: TURN OFF POWER TO TERMINAL 
CLEAN, BEFORE HE CAN RUN FOR IT AND START SHOOTING BACK AT YOU. IF HE SECURITY DOORS 
DOES START RUNNING AND SHOOTING, TARE COVER AND WAIT FOR HIM TO 5: TAG BOMB IN TERMINAL 


HESITATE FOR A MOMENT, THEN TRY AGAIN. EVEN IF HE HITS YOU A FEW 
TIMES, YOU'LL BE ABLE TO REPLENISH YOUR OWN ARMOR WITH HIS WHEN 
HE FINALLY RICKS THE BUCKET. WHEN YOU'VE SUCCESSFULLY DONE SO, 
DON'T FORGET TO TAKE OUT THE COMM. ARRAY (2), WHICH IS PROPPED UP 
ON A TABLE JUST TO THE LEFT OF THE BAR. A WELL-PLACED SHOT SHOULD 
DO THE TRICK. 


OBJECTIVE 2: ELIMINATE RHOEMER 


WHILE ELIMINATING RHOEMER IS ONE OF YOUR PRIMARY OBJECTIVES, 
YOU'LL SOON FIND OUT HE IS ONE SLIPPERY TERRORIST. IN FACT, THIS i 
MISSION OBJECTIVE WILL ПОТ COME TO FRUITION IN THIS LEVEL. INSTEAD | | 
OF FINDING RHOEMER WAITING FOR YOU WHEN YOU REACH THE END OF THE 
MISSION, YOU'LL FIND A BOMB WITH ABOUT FIVE SECONDS LEFT BEFORE 
DETONATION... GUESS HE KNEW YOU WERE COMING. 


OBJECTIVE 3: PROTECT CBDC BOMB SQUAD 


DURING THE COURSE OF YOUR FIRST MISSION, AS WELL AS THROUGHOUT | 
THE REST OF THE GAME, LIAN (AND OTHERS) WILL CONSTANTLY CHALLENGE 
GABE WITH ADDITIONAL OBJECTIVES. PROTECTING THE CBDC SQUAD ISTHE | 
FIRST OF MANY AND WILL REQUIRE A TREK THROUGH BACK ALLEYS AND 
SNIPER-LINED STREETS TO ACHIEVE IT. THE AGENT IN QUESTION IS 
HEROICALLY TRYING TO DEFUSE ONE OF RHOEMER’S VIRAL BOMBS WHILE 


MISSION PARAMETERS: 


1: DO NOT ELIMINATE ANY CBDC AGENT 
2: AVOID DAMAGING VIRAL DELIVERY 
SYSTEMS OF EXPLOSIVE BOMBS 


103 LEVEL $: WASHINGTON, D 
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BEING ATTACKED BY GUNMEN. WHEN YOU GET THE CALL, HEAD OVER TO THE VACANT BANK [3) AND FOLLOW THE OTHER CBDC AGENT 
INSIDE. ONCE IN THE MAIN ROOM, YOU'LL FIND THE CBDC BOMB MAN (4). STAY BY HIS SIDE AND USE YOUR AUTO-TARGETING SYSTEM 
AND THE M-16 TO TARE OUT THE ATTACKING ENEMIES BEFORE THEY KILL HIM. HE'LL GIVE YOU THE SIGNAL WHEN HE’S FINISHED. 


OBJECTIVE 4: TURN OFF POWER TO TERMINAL SECURITY DOORS 


RHOEMER’S DOWN IN THE SUBWAY SOMEWHERE AND HE'S BLOCKED YOUR WAY BY ACTIVATING THE SECURITY DOORS. LUCKILY, THERE'S 
В BYPASS SWITCH. TO GET TO THE SWITCH, ENTER “THE PLACE” AND HOP OUER THE CRATES BLOCKING THE DOORWAY. THERE'S A 
WINDOW IN HERE YOU CAN SHOOT OUT AND THEN CLIMB THROUGH, WHICH LEADS YOU TO AN ALLEY. TO THE RIGHT IS A FENCED-OFF 
SECTION WITH A HUGE “NO TRESPASSING” SIGN. SHOOT OUT THE PADLOCK WITH YOUR 9MM AND THEN HEAD FOR THE ELEVATOR CALL 
SWITCH AGAINST THE GRAFFITI-SPLATTERED WALL. BE CAREFUL NOT TO WALK ONTO THE ELEVATOR (5) UNTIL YOU ACTIVATE THE 
SWITCH — IT’S A LETHAL FALL. WHEN YOU REACH THE BOTTOM, EQUIP YOUR FLASHLIGHT AND YOU'LL FIND THE BYPASS SWITCH AGAINST 
THE WALL NEXT TO SOME CIRCUIT BREAKERS. FLIP THE SWITCH AND YOU'RE GOOD TO 60. 


OBJECTIVE 5: TAG BOMB IN TERMINAL 


THERE'S ANOTHER VIRAL BOMB (6) LIRE THE ONE IN THE BANK, SOMEWHERE IN THE SUBWAY. ITS LOCATION IS IN THE UPPER TERMINAL 
ALONG THE LEFT-HAND SIDE OF THE LEFT SET OF TRACKS AS YOU ENTER THE SUBWAY. MAKE SURE YOU HIT THE “TRIANGLE” BUTTON TO 
TAG IT. 


Т: RRAUITCH 


к? S 3: VACANT BANK 
ELEVATOR TO X NE р а He, 


SWITCHBOK ROOM 
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SUBWAY 
ENTRANCE 


fifter taking down the two thugs in 
front of the Subway Entrance (make 
sure you nab the 9mm bullets they 
leave behind), head back just a bit and 
roll on through the glass doors of “The 
Place” bar and pool hall. Don’t worry 
about any more goons that show up 
outside. CBDC can take care of them. 


Leave his ammo behind for the moment 
and continue down and around the 
Passage. You should get a call from 
Lian. Steel your nerves and get ready 
for a deadly meeting with Kravitch and 
the completion of Objective 1. When you 
come to the end of the hallway, roll to 
the safety of this wall column. 


There’s no time to think; Gabe’s been 
dropped right in the thick of things. Just 
remember — the guys in the yellow viral 
suits are CBDC friendlies. Do NOT shoot 
them. 


= сао i 
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Once inside, head past the pool table and 
into the passage on the right. As you 
round the corner, you'll notice some 
crates blocking a doorway to Gabe’s 
left. It would be a good idea to hit the X 
button and crouch-walk in front of 
them, keeping Gabe’s head safely out of 
range of the thug who’s crouching 
behind his own set of crates. 


Now, quickly hit the L1 button in 
conjunction with the L2 button (so Gabe 
leans to the left), and aim the crosshairs 
toward the bar at the back of the room. 
We're going to need to pick off Kravitch 
with a head shot, as he’s wearing a Flak 
Jacket. If you’re quick and accurate, it’s 
possible to take him out before he’s on 
the move. 


05/30 ` | 


From the get go, head right around the 
corner and hit and hold the R1 button to 
target and lock on to your nearest 
enemy. When he goes down, hit R1 
again and you'll target the next. 


= =A 


This is a perfect opportunity to learn 
how to manually aim. Stay in the 
crouched position and patiently wait a 
few seconds. The thug will get curious 
and stick his head up. By pressing and 
holding L1, Gabe can manually aim his 
crosshairs directly at the joe’s head. 
Mow just pull the trigger and watch it 
pop! 


If he starts running, exercise some 
patience and wait for a clean shot. You 
might take a few hits, but you'll 
eventually take him down — and claim 
his Flak Jacket as a trophy. 


= i `= 
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Head оп toward the left-side of 
the room and you'll spy the 
Comm. Array propped up on а 
table. One shot with your 9mm 
will do the trick, completing 
Objective 1 and giving you a 
checkpoint. 


Grab the Shotgun in the Weapon Crate 
behind the bar, collect the various 
ammo left behind (M-16 and 9mm) and 
head out the way you came. 


\ ete | 
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At the intersection, the right way 
is blocked but we need to go left 
anyway. So head left and help 
out the CBDC who are in the 
midst of a fire-fight. 


Reload your gun by hitting the 
“Triangle” button (if it’s low) 
and roll and crouch behind the 
bar — we have company coming. 
Stay down and use the targeting 
system to take out the first 
baddie as he approaches the bar. 


you'll notice the CBDC agent 
head inside this vacant bank 
building. Something must be up 
— follow him inside. 


Back outside, we are going to head back 
past the police car that blew up when 
we entered the level and down this 
brick-lined alleyway. Let the CBDC do 
their job, unless you want to stick 
around and collect some ammo from the 
appearing henchmen first. 


В call from Lian tells us that a 
CBDC agent is in trouble and 
adds Objective 3 to our roster. 
Don’t go for that Weapon Crate 
yet — follow that agent into the 
main room. 


The second you can, kill by 
aiming for the head... 


„and for the third just stand up 
and let him have it with a quick 
succession of bullets to the gut. 


On the other side of the alley, Gabe will 
find himself on a new street. There are 
snipers waiting for him on top of the 
buildings. You can target and take them 
out, or run like a madman and avoid 
their fire — the choice is up to you. 


Head straight for the back and 
you'll find another agent under 
duress. He’s in the midst of 
defusing a bomb with henchmen 
swarming all over him. It’s up to 
you to provide the necessary 
cover. Use your targeting system 
and take them out one by one 
until he lets you know he’s done. 
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SUBWAY 


VACANT BANK 


Re-equip a weapon and exit the bank 
(grabbing the Flak Jacket from the 
Weapon Crate you bypassed on your 
way іп, if you need it). 


— р 


Head back into the bar and hop over the 
crates (using the “Triangle” button) 
where you took down the goon with a 
shot to the head earlier. Shoot out the 
glass in the window in here and climb 
on through. 


| wer 


ENTRANCE 


+ WASHINGTON, D.C. 


Before we go back out to our initial 
Objectives, head toward the dark area to 
the left, take the M-16 ammo from the 
Weapon Crate and equip your Flashlight. 


Outside, you'll find three snipers waiting 
for you on the rooftops across the way. 
Rill them if it’s your pleasure, then head 
back to and through the brick lined 
alleyway. 


E и چ‎ 


Once on the other side, head to the left 
and over the garbage bins blocking the 
way to this street. Looks like there’s a 
good flick playing at the Capitol theater, 
shame we don’t have the time. 


i 
ñ — 


In this pitch-black room you will find a 
Weapon Crate filled with handy hand 
grenades. 


A quick look at your map screen tells us 
that Rhoemer’s exact location is 
unknown, although he’s somewhere in 
the subway system. If you take Gabe 
down into the Subway Entrance, you'll 
find out from Lian that you need to cut 
the electricity in order to bypass the 
security gates which happens to be 
Objective 4. 


There’s not much to do here, except grab 
the goodies that are lying in wait in the 
two Weapon Crates: a Flak Jacket and 
Sniper Rifle ammo. Don’t waste too 
much time here, as there are some bad 
guys behind the flames of these 
vehicles. 


Yell a shout of thanks to the 
CBDC agent providing cover fire 
on the roof above and head back 
to the alley. Before we ignore the 
rather large “По Trespassing” 


Hop up on this lone garbage bin 
next to the fence, walk a bit 
forward to its edge, then jump up 
and grab the fire-escape just 


Aa 


Walk a few steps to the end of 
the catwalk, then jump up again 
and grab the railing that 
connects to the building across 
the way. By the way, you should 


ar 


Shimmy across to the left and hit 
your Target Button when you 


‘hear footsteps — two goons 


come running and gunning for 
you from around the corner and 


ч, ы ШШ ourselves а new have your Отт fully. loaded and. you can take them out one- 
‘oy, shall we? equipped. е и while holding оп to the 
rail. 
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Turn around, head to the other end of 


Now, continue to shimmy to the left the fire escape and drop Gabe down to Make sure you don’t walk into that hole 


the street below. That padlock on the to the right against the graffiti-lined 
тр tae eon vine eee fence gate is no match for your 9mm. wall. That's a freight elevator which 
fire escape. There’s a Weapon Crate here needs to be called by activating the Call 
with an M-79 grenade launcher just Switch to the left of it. 
waiting to be taken. 


pr gy рон а P memar ti equip k зри, Head back through the window 
€ en head back up the elevator, and be prepared to shoot it out 
Пош, walk on to the elevator атт — the Power Switch to because up top there’s alone ” шіп another henchman, then 
ЫШ С ы Е bypass the security gates must qunman waiting for you on the head outside and for the Subway 
utton” to lower Gabe down. be around here somewhere. fire escape. Piece of cake. (fair warning: you will be 
Equip the flashlight and the greeted by more gunmen 
switch will be revealed. outside). 
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SUBWAY 


There’s a goon waiting behind 


ENTRANCE 


From the ticket counter, take 


After you come down the ramp to the 
subway entrance, in the dark corner to 
the right, is a Weapon Crate with a Flak 
Jacket. Equip the Flashlight to reveal it. 


fis you head down the second ramp into 
the subway system, Lian will add 
another wrinkle to the mix — Objective 
5. It seems there’s a Viral Bomb 
somewhere on level one and you need to 
tag it for the Bomb Squad. Have your 
M-16 at the ready and head into the 
Terminal. 


Now, head down the opposite 


you in the ticket counter just as 
you enter — he’s what we call 
cannon fodder. In addition to 
dealing with more gunmen here, 
Gabe’s also got to worry about 
the trains that oddly run like 
clockwork. Counter Terrorist 


Gabe around to the right and 
then down into the tunnel. Cross 
the tracks so he’s on the left- 
hand side against the wall. 
Eventually, he will come to an 
opening in the wall on his left. 


way and you'll find a goon, a 
Flak Jacket and Hand Grenades 
waiting for you at the end. 
Counter Terrorist Rule #2: 
Always kill the goon first, then 
collect the rewards. 


Decisions, decisions: go right first 
into the pitch-black room and 
you'll find some more Grenades 
for your M-79. 


Rule #1: When you hear the 
sound, feel the rumble and see 
the lights, get the heck off the 
tracks. 


Head back out and into the terminal, 
staying safely on the walkway 
against the right wall. You might 
come across a few gunmen across 
the tracks; you know what to do. If 
you stay on this side, you'll come to 
another doorway along the wall. 


protecting a Flak Jacket. 
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Head down into the hallway and 
eventually Gabe will find himself 
sabotaged by a total of four gunmen, 
two in front of him and two in back. No 
sweat for a trained killer like you. If you 
take a few hits, don’t panic. When 
they’re dead, you'll find they were 


Continue down the hall until you come 
to the opening at the other end. The wall 
at the end is suspiciously dark. Why not 
shed a little light on it and see what we 
reveal: an Elevator and a Call Switch. 


Hit the Switch, but don’t go 
down to the lower level yet. We 
have a Viral Bomb to find and 
tag first. 


Down in level 2, you'll come across your 
first baddie with his back to you — his 


first and only mistake. 


If you zoom in all the way and 
lean out to the right, you should 
see another masked goon whose 
head is just visible over a few 
subway waiting chairs. If you 
approach him, he'll toss a deadly 
grenade or two your way, plus 
he’s wearing a pesky Flak 
Jacket. 


By now, you should be familiar 
with your radar and the finer 
points of killing, so | won’t take 
the trouble to point out every 
bad guy that appears. Just stay 
frosty and don’t panic, and you 
should have no problem. Head 
out the doorway and across the 
tracks. There’s another Flak 
Jacket in this Weapon Crate if 
you need it. 


Instead, safely take him out with 


a well placed shot to the head 


(he might try and shoot you with 


his Shotgun, but you will have 
plenty of time to pick him off 
before he does you). 


Now head out the door and head across 
the tracks to the middle section of the 
Terminal. Run up the right-hand side, 
taking out the occasional few goons 
with your Shotgun. 


Head up the middle (back toward 
the entrance) and cut across the 
other side of the subway across 
the tracks, Just keep heading in 
this direction and you will 
literally stumble into the Viral 
Bomb. 


Tag the Bomb, then head back 
across and down to the hallway 
where you called the Elevator. 
Take it down to level 2 — we’ve 


‘got an appointment with 


Rhoemer to keep before he blows 
the place up. 


Slow it down when you reach the Cola 
machine and stop just a few steps past 
the poster on the wall. You should just 
be able to make out the electronically 
scrolling “Emergency Personnel Only” 
sign hanging above in the distance. It’s 


time to break out the Sniper Rifle. 


Almost done. Motor Gabe over to 
where you took your foe out and 
you'll discover another one of 
Rhoemer’s Viral Bombs, except 
this one’s ready to blow in about 
five seconds! 


INGTON, D.C. == ( 


Sit back and watch the events 
happen, and be thankful Gabe 
graduated from Quantico head of 
his class. 


ЭТА. STREET _ 


INCOMING FROM BENTON: 


YOU'RE LUCKY TO BE ALIVE. TEN SQUARE BLOCKS OF DOWNTOWN DC JUST SANK 20 FEET INTO THE 
GROUND. IT LOONS LIKE RHOEMER HAD THE ENTIRE SUBWAY WIRED TO EXPLODE AS PART OF HIS 


IT’S LIKELY YOU'VE CUT HIS TIMETABLE SHORT AND THAT HE'S STILL DOWN THERE WITH YOU. 
ARAMOU AND GIRDUEX ALSO REMAIN UNACCOUNTED FOR. DON'T LET RHOEMER ESCAPE THAT 
TERMINAL, AND BE AWARE THAT YOU'RE NOW COMPLETELY CUT OFF FROM ALL 

REINFORCEMENTS. 


OBJECTIVE 1: ELIMINATE RHOEMER 


LIKE LAST LEVEL, RHOEMER IS PROVING TO BE ALMOST UNTOUCHABLE, HE HAS 
DELUED DEEPER INTO THE SUBWAY TUNNEL SYSTEM AND IT’S UP TO YOU TO 
GET TO THE MAIN TUNNEL TO FIND HIM. NEEDLESS ТО SAY, YOU WON'T BE 
ELIMINATING HIM THIS LEVEL. IN ORDER TO GET TO THE MAIN TUNNEL, YOU 
ARE GOING TO HAVE TO SHUT DOWN THE GAS MAINS (1), AS THERE IS A LEAK 


PRIMARY MISSION OBJECTIVES: . 
1: ELIMINATE RHOEMER 


ES ы ын. empha 
WALL. ONCE THEY'VE BEEN SHUT DOWN, THE FIRE WILL EXTINGUISH ITSELF. 2: LOCATE EXPLOSIVES CACHE 
; 3: BLOW OPEN PASSAGE TO STREET 
OBJECTIVE 2: LOCATE EXPLOSIVES CACHE AND PROTECT CBDC AGENT 
THE EXPLOSION FROM'WHAT TURNED OUT TO BE A DECOY BOMB IN LEVEL 1 MISSION PARAMETERS: 
HAS CAUSED THE WHOLE SUBWAY TO IMPLODE AND A SECTION TO none 


COLLAPSE. IN THE PROCESS, THE CBDC AGENT'S PATHWAY TO THE VIRAL 
BOMB YOU TAGGED HAS BEEN BLOCKED. IN ORDER TO CLEAR THE PASSAGE, 
GABE WILL NEED TO LOCATE A CACHE OF C4 EXPLOSIVES (2) AND BLOW THE 
OBSTRUCTION (3). THE EXPLOSIVES CACHE IS LOCATED ON THE SUBWAY 

| TRACKS UNDER THE COVER OF DARKNESS. YOU'RE GOING TO NEED TO EQUIP 
YOUR FLASHLIGHT TO SEE IT. 


š OBJECTIVE 3: BLOW OPEN PASSAGE TO STREET AND PROTECT CBDC 


‘NOW THAT YOU HAVE THE C4, YOU'RE GOING TO NEED TO PLACE IT ON THE 
LOWERED SECURITY GATES AT THE FRONT OF THE TERMINAL. BE READY 
WHEN YOU ACTIVATE THE TIMER, AS YOU ONLY HAVE FOUR SECONDS TO GET 
OUT OF RANGE AND HARM’S WAY. WHEN THE SMOKE CLEARS, A CBDC 
| AGENT WILL APPEAR AND HEAD FOR THAT VIRAL BOMB WHICH IS LYING 
-| KNOCKED OVER ON THE TRACKS (4). FOLLOW HIM OVER THERE AND 
POSITION YOURSELF RIGHT NEXT TO HIM WHILE HE DOES HIS JOB. BE 
READY WITH YOUR M-16 AND USE THE AUTO-TARGETING SYSTEM TO TAKE 
OUT ANY GUNMEN THAT ATTACK. DON'T LEAVE THE AGENT'S SIDE UNTIL HE 
GIVES THE “ALL CLEAR” SIGNAL. 


4: VIRAL BOMB 


You can’t go forward, and the Now, head around the wrecked 


left passage is blocked by a АМ trai 
: in- Head down the path, avoiding rain and have a weapon ready. 

| den t need to tell vou that H К aa sû tha — the fire, and cut across the It looks like one of Rhoemer’s 

i ad t ЖР, К h j d tracks here (there’s a Weapon goons got alittle too close to the 
ы ardan ith [л e ye Crate with а Flak Jacket if you fire. Quickly put him out of his 

Tom any of the fire down here need it). misery before he latches on to 
and you will spontaneously you, catching you on fire in the 
combust in a fiery ball of process. 


flames. 
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Keep heading forward and 7 ах Up here, Lian will give you 
hang a right by the If you до down the right, two new objectives. We've 
destroyed and blocked Gabe will quickly come to a got an Explosives Cache to 
subway entrance. Two dead=end due to fire and) find first, then use it to 
gunmen appear out of obstructions. Instead, blow open a passage to the 
nowhere with the hopes of carefully head across the (street so CBDC can get to 
stopping you from stopping -tracks апа ћор up onto this that Viral Bomb we tagged 


them. You know the drill. 


earlier. 


derailed subway car. 


ж. st 
“кз : 
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Head along the roof of the train 
until it skews diagonally and 
jump down to the tracks below. 
There are a few more thugs 


& 
d = 


This guy’s wearing a Flak 
Jacket, so auto-targeting him 
isn’t going to work. If you stand 
in one place for too long, you'll 
surely be blown to smithereens. 


When it’s safe, equip your 
Flashlight and you'll discover 
the C4 Explosives Cache sitting 
in the darkness on the tracks. 


Stay on the tracks and head 
toward the blocked passage at 


waiting for you when you hit the end. When you just about А 
the ground. Take out the first Run away when you see and get to the derailed car, turn Snag ‘em and complete 
hear him toss the grenade, then right and take out the goon Objective 2. 


two quickly and be aware · 
there’s a grenade-tossing third 
crouched beyond the flames. 


quickly backtrack and manually 
aim for his head. You can also 
auto-target and use the M-79 
Grenade Launcher if you have a 
clean shot. 


shooting at you. 


2 Wü ú ® 


Now, head back and across the 
middle section of the terminal 
where you took out the 
grenade-tossing goon and his 
buddies, then head left around 
the corner and down the middle 
section until you can’t go any 
further. 


From here, walk to the left edge 
and hop up the collapsed 
“Danger” sign. 


Start your ascent by hopping 
onto this overturned cola 
machine. 


blocked from going forward, but 
we can still go upwards. If you 
use your manual aim to look up, 
you'll see that the explosion 
created a network of debris you 
can climb on. 


NEL 2 
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From the end of the sign, turn 
left again and hop up to this 
concrete girder. Take a moment 
to shoot that goon hiding in the 
rubble below... 


Reep heading forward and 
you'll see that Viral Bomb from 
level 1. Leave it be and make 
your way to the front security 
gates which are completely 
blocked on the other side from 
the initial explosion. 


Lian tells us that the Gas Mains 
need to be shut off. Check. Head 
back down the way you came 
and cross over to the right set of 
tracks when it’s safe. It’s a bit 
dark over here, so you might 
want to equip your Flashlight. 


„then, do a quick turn around 
and hop up to the next right 
above Gabe’s head. 


Hit the “Triangle” button to set 
the C4 Explosives, then quickly 
turn around and hightail it 
backwards. You only have four 
seconds to get far enough away 
so you won’t get caught in the 
explosion. 


fit the end, we'll find the Gas 
Mains — shut ‘em down! Now 
head back to the main tunnel 
entrance and you'll find the fire 
has been extinguished. 


Almost there. Turn Gabe so he’s 
facing the wall to his left and 
jump up to grab the piping 
above. Now shimmy over to the 
right until you can’t go any 
farther and let him down safely 
onto the ground. 


CBDC must have been waiting at 
the other end, because an agent 
is already approaching to defuse 
the Viral Bomb. Position Gabe 
next to him, equip the M-16 
and get ready to auto-target 
any enemies. 


Inside the main tunnel, Lian 
contacts you with an update on 
the park situation. It sounds like 
things are escalating. Hop up 
and over a few subway cars, 
and be prepared for enemies 
from both in front and behind, 
Е another one who’s оп 
ire. 


Ok, it’s time to clear a 
passageway. Head up the 
middle section and you'll get a 
call from Lian. It seems 


‘Rhoemer’s men were using the 


subway as a decoy and have 
utilized the tunnel system to 
infiltrate Washington Park. 
Let’s take саге of business 
quickly so we can get to the 
park. 


To finish off the level, we’re 
going to need to get into the 
main tunnel which is to the left 
of the entrance where we blew 
open the passage. If you try and 
go that way, you'll find it 
obstructed by an out-of-control 


fire. 
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Head forward just a few more 
feet and you’ve completed your 
objectives and the level. That 
female voice can only be Mara 
Aramov, Rhoemer’s right-hand 
woman and femme fatale. Be 
ready and be careful; she’s 
ruthless and deadly. 


LEVEL 


INCOMING FROM BENTON: 


LOGAN, INTEL INDICATES RHOEMER HAS FLED THE SCENE. JENKINS IS MEETING HEAVY 
RESISTANCE IN THE WASHINGTON PARK AREA AND DCPD REPORTS FIFTEEN OFFICERS DOWN. WE 
FEAR AN AGENCY LEAK HAS GIVEN HIS POSITION AWAY. 


MARA ARAMOU’S IDENTITY HAS BEEN CONFIRMED BY INTERPOL. DO ПОТ LET HER ESCAPE. 
CAUTION: FEMA IS USING THE EAST BOUND TRACKS TO SHUTTLE EMERGENCY PERSONNEL: DO NOT 
USE EXPLOSIVES OF ANY KIND IN THE TUNNEL OR YOU WILL CAUSE A DERAILMENT. 


OBJECTIVE 1: ELIMINATE АЯТО 


MARA ARAMOU IS TRYING TO FOLLOW RHOEMER’S ESCAPE THROUGH THE 
MAIN SUBWAY TUNNEL. IT’S UP TO YOU TO STOP HER AT ANY COST. THIS IS NOT 
GOING ТО ВЕ AS EASY AS IT SEEMS. SHE’S VERY FAST, AGILE AND A SHARP 
SHOOTER — PLUS SHE'S WEARING A FLAK JACKET. YOU'RE GOING TO HAVE ТО 


PRIMARY MISSION OBJECTIVES: 
1: ELIMINATE ARAMOV 


CHASE HER THROUGH THE TUNNEL, AVOIDING ONCOMING SUBWAY TRAINS SECONDARY MISSION 

FROM IN FRONT AND BEHIND, AN OCCASIONAL GUNMAN OR TWO, AS WELLAS | | 

HER OWN GUNFIRE, AND PICK HER OFF WITH AN ACCURATE SHOT TO THE HEAD. | ` OBJECTIVES: 

GRENADES ARE OUT OF THE QUESTION AS THE TRAINS ARE SHUTTLING @ = 

SITE THE REY 10 STOPPING MAAN ISTO STAY ON HER TAIL WITHOUT | 

_ THE KEY TO STOPPING MAR : Я 

HESITATING. ROLL WHENEVER NECESSARY TO AVOID HER Fine, ОПТ тор то MISSION PARAMETERS: 
DELIBERATELY SHOOT ANY OF THE GUNMEN, AND ROLL UNDER ANY ` ` 1:00 NOT USE GRENADES OR TRAIN 
DIVIDERS WHEN THERE'S A TRAIN COMING YOUR WAY. EVENTUALLY SHE'LL LINES MAY BE DAMAGED 


TRAP HERSELF WAITING FOR AN ONCOMING TRAIN TO PASS BY AND YOU 
WILL HAVE A FEW SECONDS TO GET OFF AN ACCURATE, MANUAL HEAD 
SHOT. 
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This is a relatively short level which 
will end with you taking down 
Aramov. Right from the start, she goes 
running down the main tunnel — 
follow her (there is a Weapon Crate 
with a Flak Jacket inside right behind 
— take it ONLY if you need it). 


If you don’t hesitate and follow her out 
into the main tunnel, you will be ahead 
of the first train which is approaching 
behind you. The subway trains run on 
each set of tracks and will not stop for 
you. The result of Gabe coming into 
contact with a subway train is not a 
pretty sight. 


Wi. 


Keep running dead ahead and auto- 
target the enemies off to the right on 
the median (inbetween the two sets of 
tracks). 
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At this point, cross on over to the right 
set of tracks and keep chasing after 
Mara. She will most likely be shooting 
at you. Use the roll move to avoid her 
fire. You can also hold down your 
targeting button to keep a bead on her, 
but she is too far away to get off a 
clean shot (plus she’s wearing a Flak 
Jacket). 


Just up ahead, Mara should roll under 
the divider to the left. Follow suit and 
m under it yourself as soon as it’s 
safe. 


$ 


ae 


Don’t stop to chat — that light behind 
you is from the subway train. You'll 
need to get over safely into the median 
before it smacks you from behind. 


oh ГЕЯ 


Moving forward, you'll encounter 
another set of goons. Shoot to kill but 
don’t stop to finish the job if they don’t 
go down by the time you reach them. 
Cross over to the left tracks at this 
point. 


If you did everything correctly, Mara 
should be dead ahead and stopped in 
her tracks, waiting for the next train to 
pass in order to get underneath the 
divider to the other side. This is your 
opportunity to quickly aim for her head 
and pick her off. Go for it! 


a= MA 


Keep running forward and you'll hear 
an approaching train behind you. Don’t 
hesitate and you'll make it to the next 
opening where you can cross back to 
the right-hand side. 


You didn’t kill her, but she’s hurt badly. 


Maybe Benton will be able to get some 
information out of her through 
interrogation. 
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INCOMING FROM BENTON: 


MISSION REDIRECT: CBDC HAS REQUESTED DIRECT INTERVENTION AND ASSISTANCE. YOUR NEW 
ORDERS ARE TO; LOCATE VIRAL BOMBS, PLANT HOMING BEACONS, WAIT FOR THE ARRIVAL OF 
CBDC, AND PROVIDE COVERING FIRE. THE BOMBS ARE SET TO DETONATE WITHIN THE HOUR. 


TERRORIST RESISTANCE IS HEAVY. AGENCY INTEL REPORTS THAT ANTON GIRDEUX IS LEADING 
THE PARK OPERATION. EXERCISE CAUTION. WE HAVE LOST ALL COMMUNICATION FROM 
JENKINS’ TEAM. 


OBJECTIVE 1: LOCATE AND DISARM FOUR VIRAL BOMBS 


RHOEMER HAS PLACED FOUR VIRAL BOMBS THROUGHOUT THE SPRAWLING 
EXPANSE OF WASHINGTON PARK. WITH A DETONATION TIME LIMIT OF 20 MINUTES, 
THERE'S NO TIME TO WASTE! ONCE YOU FIND A BOMB, IT’S YOUR JOB TO TAG IT, 
WAIT FOR THE CBDC AGENT TO APPEAR AND PROTECT HIM WHILE HE DISARMS IT. 
THE FIRST OF THE FOUR BOMBS CAN BE FOUND IN THIS BRICK WALLED ENCLOSURE 
(1). THE SECOND VIRAL BOMB IS LOCATED BEHIND THE STATUE IN THE PARK 
SQUARE (2). THE THIRD IS SITTING NEXT TO THE PUBLIC BATHROOMS IN THE WEST- 
SIDE OF THE PARK (3). THE FOURTH AND FINAL VIRAL BOMB IS LOCATED NORTH 
EAST OF THE STATUE, IN AN OPEN AREA (4). IF YOU FOLLOW THE TWO BRICK WALL 
PATHWAYS AND STICK TO THE PAVED PATH, YOU WILL RUN RIGHT INTO IT. 


OBJECTIVE 2: REACH FREEDOM MEMORIAL 


FREEDOM MEMORIAL (5) IS AT THE END OF THE LEVEL AND WILL BE THE PLACE 
WHERE YOU ENCOUNTER THE FLAME THROWING GIRDEUX. ALONG THE WAY, 
YOU'LL HAVE TO COMPLETE THREE SECONDARY OBJECTIVES BEFORE YOU CAN 
EXIT INTO THE MEMORIAL. WHEN YOU DO REACH IT, THERE ARE TWO SETS OF 
FLAK JACKET-WEARING GUNMEN GUARDING THE ENTRANCE. USE THE PARR’S 
TREES, BENCHES AND RAMPS AS SHIELDS FROM THEIR FIRE AND PICK THEM 
OFF ONE-BY-ONE. 


OBJECTIVE 3: RESCUE CBDC HOSTAGES 


| RHOEMER’S MEN HAVE TAKEN TWO CBDC AGENTS HOSTAGE AND ARE HOLDING 
<) THEM CAPTIVE INSIDE THE TENNIS COURTS (6). WHILE THE SAFETY OF THOSE 
| MEN IS A HIGH PRIORITY, IT’S EVEN MORE IMPORTANT TO FIRST TAG AND 
| DISARM THE FOUR VIRAL BOMBS BEFORE THEY BLOW. IF YOU HAVEN'T | 
COMPLETED THIS TASK FIRST, GO BACK AND DO SO. THEN HEAD FOR THE TENNIS | | 
COURTS. WHEN YOU APPROACH THE COURTS, SLOWLY CROUCH WALK ALONG 
THE COURT FENCE TO THE LEFT, FIRST PICKING OFF THE PERIMETER GUARD, 
THEN THE ONE WHO IS HOLDING THE AGENTS HOSTAGE A LITTLE FURTHER UP 
(7). THIS IS ANOTHER PERFECT OPPORTUNITY TO USE THE SILENCED 
MIGHTUISION RIFLE, ELIMINATING THE ENEMY FROM A DISTANCE WHERE THEY 


PRIMARY MISSION OBJECTIVES: 


1: LOCATE AND DISARM FOUR VIRAL BOMBS id 
2: REACH FREEDOM MEMORIAL 


SECONDARY OBJECTIVES: 


3: RESCUE CBDC HOSTAGES 

4: SECURE TERRORIST COMM. ARRAY 
5: ELIMINATE TRIGGER MAN MARCOS 
MISSION PARAMETERS: 


1: DO NOT KILL ANY MEMBER OF THE 
STRIKE TEAM 
2: DO NOT DAMAGE ANY BOMB 


3: ALL BOMBS MUST BE DEFUSED IN 
UNDER 20 MINUTES 
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WILL NOT BE ABLE TO DETECT YOUR PRESENCE. IF YOU MISS THE GUARD HOLDING THE HOSTAGES, HE WILL QUICKLY KILL THEM, RESULTING IN 
THE FAILURE OF YOUR MISSION OBJECTIVES. AIM FOR THE HEAD AND GET HIM WITH YOUR FIRST SHOT. 


OBJECTIVE 4: SECURE TERRORIST COMM. ARRAY 


SOMEWHERE IN THE PARK, ONE OF RHOEMER’S MEN IS WALKING AROUND WITH THE DETONATOR TO THE VIRAL BOMBS. THE ONLY WAY LIAN 
CAN PINPOINT WHICH ОПЕ HE IS, IS BY PATCHING INTO THEIR COMMUNICATIONS ARRAY (8). THE ARRAY IS LOCATED АТОР A CONCRETE 
STRUCTURE JUST PAST THE TENNIS COURTS ON THE NORTH EAST SIDE OF THE PARK. AS YOU APPROACH THE STRUCTURE, USE STEALTH AND THE 
NIGHTUISION RIFLE TO PICK OFF THE GUNMEN WHO ARE PATROLLING AND GUARDING THE ARRAY. ONCE YOU'VE SECURED THE AREA, CLIMB UP 
THE STRUCTURE TO THE ROOF AND PATCH IN. 


OBJECTIVE 5: ELIMINATE TRIGGER MAN MARCOS 


LIAN IS ABLE TO PINPOINT JORGE MARCOS AS THE TRIGGER MAN. HIS EXACT LOCATION IS SKETCHY, BUT IT’S BEEN NARROWED DOWN TO THE 
PARH’S HEDGE MAZE (9). IF YOU HEAD INTO THE MAZE AND FOLLOW THE PAVED PATH, YOU WILL ENCOUNTER HIM FAIRLY QUICKLY. WHEN HE 
SPOTS YOU, HE WILL MOST LIKELY RUN STRAIGHT FOR YOU AND TRY AND TARE YOU OUT CLOSE RANGE. JUST HAVE YOUR .45 CALIBER READY AT 
Aen PICK HIM OFF WITH A MANUAL SHOT TO THE HEAD. IF YOU TRY AND AUTO-TARGET HIM, YOU WILL FIND THAT HE'S WEARING A 


5: FREEDOM MEMORIAL 


7: HOSTAGES 


Q:HEDGEMAZE/ ° За 7 6: TENNIS COURTS 
JORGE MARCOS < 


8: TERRORIST COMM. ARRAY 
4: VIRAL BOMB #4 
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From the position where you started, 
head forward until the first target 
appears on your radar. Use the auto- 
een system and take him out from 
afar. 


Rhoemer didn’t waste any time while 
you were on your wild goose chase 
down in the subway. He’s planted four 
Viral Bombs throughout the park and 
we're going to have to find and tag them 
before they explode in less than twenty 
minutes. Before we find the first, there’s 
а little housekeeping to take care of. 


STATUE 


ENTRANCE 


1э:28:44 ¥ 


There’s another shooter on the brick 
wall ahead of you. Take him out and 
make sure to grab his gun — the 
Nightvision Rifle. This will come in 
handy in just a few minutes, 
guaranteed. 


Kill this goon running at you and he 
leaves behind a .45 Caliber Pistol — 
Messy and effective, great for close 
range firing. 


firm your Shotgun, head into the park 
through the entrance where you just 
shot that gunman and take a sharp left. 
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Now, head around the short brick wall 
to the left of the main path as you enter 
the area, and enter the enclosure here. 
There are two sets of these enclosures 
(for a total of four) lined up one after 
another. The first (the one you're in) has 


If you're in need of a Flak Jacket, head 
out the other exit and run across the 
way to the enclosure to the right of the 
path. The Flak Jacket is ina Weapon 
Crate next to the tree to the right. 


Head up and to the next set of 
enclosures. Inside on the left one is the 
first of the four Viral Bombs (it's 
blinking on your radar if you need a 


a Weapon Crate with a Shotgun in it 
behind you. 


visual location to orientate yourself). 
Tag it and wait for CBDC. 
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You'll most likely encounter a total of 
four gunmen while the agent’s defusing 
the Bomb. Just wait patiently and shoot 
each one as they come running into the 
enclosure. When he’s done, you'll get 
your first checkpoint. 


Depending on your ammo supply, you 
should probably equip the .45. When the 
CBDC agent gets to the bomb, stand next 
to him and get ready to shoot it out with 
multiple targets. Just be patient and use 
your auto target to shoot them all. Do a 
quick turn around from time-to-time to 
Make sure you aren’t snuck up on from 
behind. 
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This area of the park is home to a few 
more gunmen. Plug them full of lead 
and leave the Flak Jacket in the Weapon 
Crate (which is located against the wall) 
alone for now (unless you are very low 
on health). You will probably need it a 
lot more on the way back. 
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Head on out and forward, deeper into 
the park. Here, we'll get another call 
from Lian who has just added Objective 
3 to your list. That hostage situation 
hasn't reached critical status yet and 
we're pressed for time, so it will have to 
wait for now. 
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Collect the leftover ammo and head 
forward to this entrance diagonally to 
the left. We still have two Viral Bombs 
to go and the clock is ticking. 


A little bit ahead on the main path is а 
rather large statue of a police officer. If 
you glance at your radar, you'll see the 
second of four Viral Bombs flashing, 
located just behind the statue. | suggest 
you tag it. 


You'll find Gabe in a tight, high-walled 
corridor. Follow it through until you 
come to an opening in the other end. 
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Head out the only other exit and stop to 
listen to Lian. If you can search out the 
Comm. firray equipment and patch her 
in, she’ll be able to pinpoint the trigger 
man for the Viral Bombs — Objective 4. 


While that’s another important 
objective, we still need to focus on the 
first and foremost task at hand — 
disarming the remaining Viral Bombs. 
Head into the open field of the park and 
equip the Nightvision Rifle. Your best 
bet is to slowly follow the small 
concrete path. 
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To get a one shot kill, line up the small 
dot inside the circle with your target’s 
head and pull the trigger. If you miss, or 
hit on another part of the body, you'll 
most likely get return fire. 
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Leave the path, collect the Nightvision 
ammo they leave behind and take a look 
to Gabe’s right. There’s your next target, 
dead ahead. To his right should be target 
number three. 
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Just as the path turns to the left, you'll 
spot your first victim. Stop and peer 
through your scope and he'll be lit up 
like Christmas. Zoom in and out with the 
“Triangle” and “Circle” buttons to get 
up close and personal. 
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Once he’s down, run up the path toward 
his dead body and execute a quick turn 
around at this sign. There’s a gunman 
coming up from behind and you'll need 
to take him out quickly. 
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Scan the area for any other gunmen and 
continue along the path. Stop every once 
in a while to look through your scope for 
random bad guys. 
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Turn back and continue up the path. A 
bit further up, just past the body, look 
through your scope once more and you'll 
spy one or two more goons. Shoot the 
one to the left first (the other to the 
right might not be visible yet). 
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Toward the end of the path, you'll 
approach a set of public bathrooms. The 
third Viral Bomb is waiting here, along 
with a gunman perched atop the roof. 
Stop short and shoot him off. If he sees 
you he will jump down from his roost. 


Now tag that bomb and protect the 
agent. Time is running short! 
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From here, pass the statue to the other 
opening (it will be straight ahead when 
you come out of the high-walled, brick- 
lined passage). 


The path leads to a small corridor with 
shorter brick-lined walls on each side. 
fis you make your way through the 
corridor, be ready for attacking enemies 
from above. 


One left to go. Leave the agent to defend 
himself after he finishes disarming the 
bomb and follow the path to the second 
bathroom. On top of the roof is M-16 
ammo. Hop up and grab it. 
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Again follow the path (this one’s quite a 
bit larger) and it will lead you to the last 


-of the four Viral Bombs. You know what 


to do. 
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On the other side, you'll be approaching 
the Tennis Courts where CBDC is being 
held hostage. When you get to this 
hedge, equip the Nightvision Rifle, head 
to the left and around it and slowly 
crouch walk toward the court fence. 
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Next, roughly follow the path back out 
of this open area of the park, grab the 
Flak Jacket we left earlier and head 
back to the statue. 


Now that we’ve successfully completed 
Objective 1, we've got a hostage 
situation to take care of and a Comm. 
Array to find. Before we set out to 
complete these two objectives, take a 
moment to search the two far corners of 
Ша for some Grenades and a Flak 
jacket. 
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If you look through your scope, you'll 
find a patrolling gunman inside the 
courts. Zoom in and take him out quickly 
and quietly. 
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STATUE i= Slowly crouch-walk and follow the 
| | fence along the left-side of the courts 
f until the guard and his hostages show 
| ир оп the top of your radar. Make sure 
you stop when they appear. 
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Now zoom in with your Nightvision Now that we’ve completed Objective 3, See 
Rifle once more and pick the guard it’s time to locate that Comm. Array. 
off (he’s the one in the middle), firm yourself with the shotgun, take out Head out of the courts through the North 
before he decides to kill the the remaining guard in the courts, then exit and instead of taking the paved 
witnesses. If you miss, the agents collect the leftover ammunition inside. path, follow the tall hedge to the left. 
will die and you've failed your 
mission. 
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When you get to this corner, stop and Pull out a more conventional weapon 
pull out the Nightvision Rifle once (the .45 will do) and head over to the i 
more. To the right should be a structure. Lian will let you know that Now, hop up on this small block... 
concrete structure with one visible you're very close to that Comm. firray. 

guard situated on top and another Make your way through and around it 

patrolling the perimeter. Take care of and take out the remaining thugs. 

business. 


Then make your way up the next two to 
find Gabe on the roof of the structure, 
right next to that Comm. firray. Patch 
in. 


If you stay on the paved path, you will 
encounter Marcos pretty quickly. As 
soon as you spot him, manually aim for 
his head (he’s wearing a Flak Jacket). 
Не’ come running for you and shoot 
from close range. Just be patient and 
pick him off. 
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You will have alerted two Flak Jacket- 
protected guards who split up and try 
and get a clear shot at you from either 
side. Pick them off slowly and 
deliberately with your Nightvision Rifle. 


Time for yet another objective: locate 
and take out Jorge Marcos — the man 
who is in control of the remote 
triggering device for those four bombs 
you tagged. He must be around here 
somewhere. Lower Gabe down from the 
structure by crouching and walking to 
the edge. If you jump from the top, he 
won't survive the fall. 
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If you're in need, there's a Weapon Crate 
holding a Flak Jacket on one of the 
right-hand side paths of the maze. See 
our level map for its exact location, or 
just explore around until you discover it. 
Now that Marcos has been eliminated, 
it’s time to get to the Freedom Memorial 
and take out Girdeux. 
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Head up the last ramp and you'll 
encounter two more armor-wearing 
guards. Roll to avoid their fire and stay 
crouched at the corner of this step and 
small ramp. From here, you can use any 
close-range weapon and pick them off 
manually from relative safety. 
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Continue North along the paved path 
and you will enter the Hedge Maze. 


Here's where we'll find Marcos, along 
with many patrolling guards. 


Follow the paved path out of the Hedge 
Maze and you'll come into an open, 
sloped area of the park. The Memorial is 
dead ahead. Take the not-so-subtle 
approach and run down the middle of 
both sloped ramps and crouch in front of 
this tree (which is surrounded by four 
park benches) in the middle. 
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Before completing the level, nab the 
9mm ammo from the Weapon Crate (it’s 
nestled in the left hand corner, next to 
the building), then head on into the 
Memorial and get ready for a deadly 
meeting with Girdeux. 
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FORWARDED FROM AGENCY INTEL: 


SPYSAT HAS COMPLETED A DETAILED ANALYSIS OF GIRDEUX’S BODY ARMOR. IT IS IMPERUIOUS 
TO ALL CONVENTIONAL WEAPONS. OUR ARMOR SPECIALISTS ARE WORKING ON IT, BUT YOUR 
AGENT MAY HAVE TO IMPROVISE TO FIND A WEAK POINT. 


OUR DEMOLITION EXPERT HAS NOTED THAT THE USE OF ANY EXPLOSIVE DEVICE WILL TRIGGER 
THE VIRAL BOMB. 


OBJECTIVE 1: KILL GIRDEUR 


TIME FOR A LITTLE PERSONAL PAYBACK. BESIDES NEEDING TO TARE OUT 
ANTON GIRDEUX BECAUSE HE CONTROLS THE LARGE VIRAL BOMB SITTING PRIMARY MISSION OBJECTIVES: 
АТОР LINCOLI’S STATUE, HE ALSO IS THE MAN WHO ORDERED ELLIS SHOT ІП š 
HE Games OPENING Chem. GIRDEUKS WEAPON OF CHOICE IS A NAPALM- 1: RILL GIRDEUR 
WING FLAME THROWER STRAPPED TO HIS BACK. HE WEARS 
IMPENETRABLE ARMOR OVER THE REST OF HIS BODY, LEAVING NO AREA SECONDARY MISSION 
SUSCEPTIBLE TO YOUR GUNFIRE, GRENADES ARE DEFINITELY OUT OF THE | OBJECTIVES: 
QUESTION AS WELL — UNLESS YOU WANT TO SET OFF A VIRAL BOMB (1) AND none 
ACHILLICS HEEL IS HIS NAPALIT-TILLED BACKPACK. IF YOU CAN MANUALLY 
«| TARGET AND HIT IT MULTIPLE TIMES, IT WILL BACKFIRE AND TARE AND MISSION PARAMETERS: 
| THE BACHPRCR IS TO USE ANY OF THE COLUMNS (2) INTHE MeMORIALAs | 1 ОПОТ USE GRENADES OR I 
TEMPORARY HIDING PLACES, AND MANUALLY AIMING FOR EITHER HIS ee ПЗЕ И 
BACK (IF YOU GET BEHIND HIM) OR THE PIPES OUER HIS SHOULDERS (IF 
HE'S FACING OR TO THE SIDE OF YOU). WATCH YOUR DANGER AND TARGET 
BARS AS, IF THEY FILL UP, HE WILL HAVE A CLEAN SHOT AT YOU, AND WILL 
` WASTE NO TIME SENDING ñ SQUIRT OF FLAMING, MOLTEN-HOT NAPALM In 
YOUR DIRECTION. EVERY TIME YOU GET OFF A CLEAN SHOT, MARE A DASH 
FOR ONE OR TWO COLUMNS OUER, SO HE CAN'T GET A BEAD ON YOUR 
LOCATION. STICK WITH THIS “HIT AND RUN” METHOD OF ATTACK AND YOU 
WILL HAVE YOUR REVENGE SOON ENOUGH. 
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No time to waste; if Girdeux gets 
a bead on Gabe, you will find 
him engulfed by a fiery squirt of 
deadly napalm. 


You'll know if you hi him by 
the small explosion that takes 
place. 


Unfortunately, one shot isn’t 
enough to damage the ‘pack. 
Better head for another column 
to duck behind and shoot it 
again before he figures out your 
location. 


From the outset, head to your Б oe 

right (don’t bother with the Flak Га бшсе aim our it doy 
чч! ү, Ше шаш Crate], and target Girdeux’s backpack. 
OP PICA сот ое, If his back is to you, just shoot 
temporary shelter from danger. the backpack anywhere. If he is 


facing you or turned to the side, 
6 aim for the tubes that connect 
the backpack to the Flame 
Thrower over his shoulders. 


Repeat this process multiple 
times and the Flame Thrower 
will backfire, engulfing the 
fiend in flames from his own 
weapon. That’s one less threat 
to deal with. Rest in peace Ellis. 
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INCOMING FROM MARKINSON: 


ГУЕ APPROVED YOUR REQUEST FOR ACCESS TO THE FBI FILES ON JONATHAN PHAGAN. I THINK — 
YOUR SUSPICIONS MAY BE CORRECT. THE PHARCOM RECEPTION MAY BE A COVER FOR A 
MEETING BETWEEN PHAGAN AND RHOEMER. FOLLOW PHAGAN CLOSELY. 


OBVIOUSLY, YOU MUST NOT BE SEEN OR CAPTURED. YOU ARE AUTHORIZED TO ELIMINATE ANY 
OF PHAGAN’S SECURITY, BUT USE SILENCED WEAPONS ONLY. ONCE YOU'VE OBSERVED THE 
MEETING, USE WHATEVER MEANS NECESSARY TO CAPTURE PHAGAN ALIVE. OFFICIALLY, THE 
AGENCY KNOWS NOTHING ABOUT THIS. 


“OBJECTIVE 1: SHADOW PHAGAN TO SECRET MEETING 


PHAGAN’S OUR ONLY LINK TO RHOEMER. IT’S UP TO YOU TO TAIL HIM 
THROUGH THE MUSEUM AND EXPOSITION CENTER IN ORDER TO FIND OUT 
HOW HE'S INVOLVED. THE KEY TO SHADOWING PHAGAN IS NOT ТО BE SEEN, 
AND THAT MEANS STAYING FAR BEHIND HIM (HE IS REPRESENTED ON YOUR 
RADAR AS A BLUE DOT — ENEMIES ARE GREEN) AND PICKING OFF ANY AND 
ALL OF THE GUARDS YOU SPOT BEFORE THEY SPOT YOU. THIS FIRST 
OBJECTIVE WILL HAVE YOU STEALTHILY CROUCH-WALKING AND HIDING 
BEHIND OBJECTS AND PICKING OFF ENEMIES WITH HEAD SHOTS. TAKE YOUR 
TIME AND BE PRECISE WITH YOUR SHOTS; THERE 15 ПО TIME LIMIT FOR 
THIS LEVEL AND PHAGAN WON'T GET TOO FAR AHEAD. 


OBJECTIVE 2: CAPTURE PHAGAN ALIVE 


ONCE YOU FIND OUT THAT BENTON’S A MOLE AND HAS DOUBLE CROSSED 
YOU, MARA ARAMOU REAPPEARS (BENTON MUST HAVE LET HER GO 
AFTER YOU STOPPED HER IN THE SUBWAY TUNNEL), AND WHISKS 
PHAGAN AWAY AS HER HOSTAGE. YOU'RE GOING TO HAVE TO TARE OUT 
BENTON (1) AND THEN MAKE YOUR WAY THROUGH THE LEVEL IN ORDER 
TO FIND OUT WHERE MARA HAS TAKEN HIM. THIS OBJECTIVE WILL NOT 
BE MET UNTIL NEXT LEVEL. 


OBJECTIVE 3: FIND SECURITY CARDKEYS 


WHEN BENTON EXPOSES YOU DURING HIS MEETING WITH PHAGAN, THE 
SECURITY GOES ON ALERT, AND ALL OF THE LOCK-DOWN GATES CLOSE 
SHUT. THE ONLY WAY TO PROGRESS THROUGH THE MUSEUM IS TO FIND 
THE VARIOUS CARDKEYS LEFT BEHIND BY FELLED ENEMIES. EACH TIME 
YOU FIND A CARDKEY YOU ARE GRANTED A CHECKPOINT. HERE ARE THE 
ROOMS WHERE THEY ARE LOCATED: CARDREY #1 (1) IS LOCATED IN THE 
ANCIENT EGYPT EXHIBIT AND IS TAKEN OFF OF BENTON. CARDKEY #2 (2) 
IS LOCATED IN THE MAYAN EXHIBIT. IT’S GOTTEN OFF ONE OF THE 
GUARDS DOWN ON THE FLOOR. (MARE SURE YOU KILL ANY REMAINING 
THUGS BEFORE PICKING IT UP. IF YOU DIE, YOU'LL RESTART AT THAT 


PRIMARY MISSION OBJECTIVES: 


1: SHADOW PHAGAN TO SECRET 
MEETING : 


SECONDARY OBJECTIVES: 


2: CAPTURE PHAGAN ALIVE 
3: FIND SECURITY CARDKEYS 


MISSION PARAMETERS: 


1: DO NOT ALLOW YOURSELF ТО BE 
SPOTTED UNTIL YOU REACH THE 
MEETING. DO NOT SHOOT PHAGAN 
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CHECKPOINT IN THE MIDST OF A SHOOTING MELEE.) CARDREY #3 (3) IS IN THE FIRST ROOM OF THE AEROSPACE EXHIBIT AND 
IS TAKEN OFF ONE OF THE THREE GUARDS UNDERNEATH THE HANGING SHUTTLE PROTOTYPE. CARDREY #4 (4) IS A TOUGH ONE 
TO FIND IF YOU'RE NOT OBSERVANT (OR DON'T HAVE THIS AUTHORITATIVE STRATEGY GUIDE). IT CAN BE FOUND AT THE END 
OF THE WINDOWED HALLWAY OVERLOOKING THE MAYAN EXHIBIT. TO GET TO THIS HALLWAY, YOU HAVE TO CALL THE 
ELEVATOR NEXT TO THE REPLICA OF THE APOLLO ROCKET (5). THEN, STAND ON THE ELEVATOR AND, BY USING YOUR SNIPER 
RIFLE, ZOOM IN AND SHOOT THE SPARRING CALL SWITCH (6) ON THE WALL WAY ABOVE YOU. THIS WILL TAKE THE ELEVATOR 
UPWARDS WHERE YOU CAN TARE THE CATWALK ABOVE INTO THE HALLWAY WHERE THE FINAL CARDKEY RESIDES. 


1: BENTON / CARDREY #1 


2: CARDREY #2 < i 


5: APOLLO ROCKET DOORS TO SECURITY ROOM 
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Crouch-walk over to the second 
column (the middle one) and stay in 
that position, right next to it so the 
two security guards at the top can’t 
see you. 


Now it’s safe to move about freely in 
this area. Stand up and go grab the 
HK-5 and ammo from the felled 
guards. (Do not use this gun yet; it’s 
not equipped with a Silencer.) Then 
edge over to the left side of the wall 
that leads into the hallway to the 
Stonehedge Exhibit. 


LEVEL, 3: 


ANCIENT WORLD 


‘NEW YORE СТИ л” ЕХРО 


You know Phagan’s up to no good. 
find, at this point, he’s the only 
substantial link to Rhoemer. We're 
| going to have to tail him without 
+ being seen or we risk alerting the 
Numerous guards throughout the 
Museum and Expo Center. 


One of the guards will walk down the 
ramp, past your position. When he 
passes you by, manually aim for the 
other guard who stayed put and take 
him out with a head shot. 


If you’re quick enough, you can lean 
out to the right and shoot the guard 
who is just about to walk into the 
exhibit. If you don’t have a clean shot, 
don’t risk it. You can follow him in and 
shoot him from behind. 


fis soon as Phagan heads up the 
ramp, take to the left and climb up 
the side along the planters. When 
you get to the row of columns, hit 
and hold the crouch button. 


Now crouch-walk around the same 
column so it’s in front of you and lean 
to the left. You should have a clean 
shot at the guard who has decided to 
stop at the bottom of the ramp. 


Now head into the exhibit and stay to 
the left. Crouch-walk Gabe around the 
stones until you see the doorway 
leading to the next exhibit (you should 
be at the fourth stone column). 


3 > 5) = g 
Move Gabe slightly inside the 
Stonehedge circle, but keep him 
behind the column. If you lean 
Gabe out to the right or left, he 
will spot another guard by the 
doorway. Take him out quietly. 
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Head out of the Stonehedge 
Exhibit and down the hallway 
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Run into the exhibit, collect the 
ammo he dropped and stand 
beside the left wall so you are in 


leading to the Ancient Egypt 


The guard patrolling ahead 


te шоп” see you and you can 
Gatch ani phi) the comfortably take your time and 
against the шай апше е But ae esr ia 
small stone slab on the left at maximum effect? 


the entrance as a hiding place. 


Armon 
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between the last two Egyptian 
statues. 


If you're patient (and a good shot), you 
will be able to pick off the next guard 
who comes into the room. 
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Round the corner and hug the right- 
hand wall. There’s another patrolling 
guard in the next room. Stay put and he 
will come into your field of vision. Pop 
him like a pimple. 
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He was the last guard you need to 
worry about. Head into the next room 
and you'll be treated to a cinema that 
twists the plot into another direction. 
Benton’s the mole and he knows you're 


f «ee 
Mara ñramou whisks Phagan 
away and now you are directed 
to find and capture him alive. 
But first we have to deal with 
Benton. Of course, he’s wearing 
a Flak Jacket. Run to the left 
opening leading to the room and 
lean out. 


Benton should be standing 
exposed right out in the middle 
of the room. If you're quick 
enough, you might be able to 
pick him off in the head before 
he starts moving. 


here. 


If he takes off running and 
shooting, execute a roll and run 
away. When you’re out of his 
range, locate him on your radar 
and try and pick him off again. 
If you take your time and don’t 
panic, you will eventually kill 
him. He leaves behind a Flak 
Jacket as well, so don’t sweat it 
if you take a few hits. 


£ CIII =- EXPO CENIER RECEP ILO 


Lian will buzz you with a new 
objective: You need to find 
Security Cardkeys in order to 
advance through the Museum’s 
lock-down gates. Since your 
cover’s blown, there’s no need 
to worry about stealth any 
more. Head down to the right 
lock-down gate. 
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ANCIENT WORLD 
EXHIBITS 


Before you use the Cardkey you got А 
off Benton to open it, look to the Now open the gate, grab his ammo 
right and you'll spot a guard just and kick open the “Museum Staff 
waiting for you to come through. Only” doors. 

Why not use that noisy НК-5 and 

splatter his brains against the 

wall? 


AEROSPACE 
EXHIBITS 


SECURITY 
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Collect their ammo then climb up that 
huge artifact head you used for cover 


Now crouch down so the two up above д 
just moments ago. 


can’t shoot you, then lean out and pick 
Inside this storeroom, you'll most likely them off with the Sniper Rifle, one at a 
find guards on a catwalk high above. time. 
Use your auto-targeting button and 
shoot at them from below while you 
head for the safety of that huge 
artifact. 


From the edge of the crate, jump up Climb onto either of the small PharCom ate 

again and pull Gabe up and onto the crates and then into this air duct. You Follow the duct until it comes to an 

catwalk. know what to do with that padlock. end. To the left is a locked grate which 
leads to another room — the Mayan 


Exhibit — and ahead is a Weapon Crate 
stocked with НК-5 ammunition. Grab 
the ammo then shoot out the padlock. 
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Then, before you enter the Head slowly into the exhibit and Instead, head to the left and p 
exhibit, use the corner of the be careful not to touch that drop down two steps. You'll be ка ин 
wall as cover and take out that ramp right in front of you, ог ina small alcove. From this you killed down here dropped 
pesky шай к poom. else Gabe will slide vantage point, you should be the next Cardkey. Before you 
WH YO UF SeT u W involuntarily down to the able to crouch, move a bit take it, be sure to turn around — 

bottom and find himself forward, and lean over and pick а new group of guards appear. 

swarmed with armored guards. off the multiple enemies 

shooting at you below. 
33. 
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i i corner to the left, е Gate Contro ctivate the Control Panel with your 

реак faced з tumn ang toke Panel is back up at the top of the room. Cardkey then quickly slide down the 
targeting if you like; they're not Climb up the left side of the large steps long ramp. 


wearing Flak Jackets), then take the to the top and get ready for a tricky 
Cardkey, giving you another maneuver. 
checkpoint. 


Just as you start your final Around the corner from this Inside, you'll encounter one 

as approach, the gate starts to hallway is the beginning of the ward in the room above and 

ft the bottom, don't hesitate. automatically close. Hitthat Aerospace Exhibit. If you peek another Cardkey from a dead 
lead around the corner to the “roll” button and dive under the out to the right of the entrance, body. Grab it and the Flak 


а ate. sucker before you get locked out you'll see a Flak Jacket- Jacket in the corner and move 
and have to try it again. wearing guard waiting for you. оп. 
Shoot first and don’t even 
bother asking questions. 
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ANCIENT WORLD 
EXHIBITS 


AEROSPACE 
EXHIBITS 


SECURITY 


Use your Sniper Rifle to shoot Up top, you'll encounter a 
that sparking switch on the wall Ce aor guards. Kill them, 
ани then head into the next hallway. 


There’s a Weapon Crate with 
Combat Shotgun ammo at the 
opposite end. 


» The next area houses a replica of an 
БЕДЕГЕ rocket. Hit the Call Switch to bring it 
your radar and take them out. 


There’s an elevator next to the 


to your level, then get on board. 
Before we take a ride down to the 
lower level, we need to go up. 


Head back the way you came 
You'll notice that you are in a (taking out any new enemies on 
hallway that overlooks the the way with your Combat 
Mayan Exhibit. At the end is Shotgun}, take the elevator 
what remains of the guard you 001 to the bottom floor and 
took out with your Sniper Rifle, head through the “Museum 
which included a very important Staff Only” doors straight 
Cardkey. There аге а couple of ahead. 

new guards on the steps below, 

why not kill them for kicks? 


I’m always suspicious when | walk 
into a seemingly empty room and 
you should be too. Use a little 


will come in handy. 


stealth and see if you can pick off 
the two enemies in here without 
getting hit. 
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That row of lockers has а 6-18 as well ç 9 
as a Flak Jacket in it. They certainly There's only one other way to go in 


here and that’s through another set of 
doors on the opposite side of the room. 
Rich ‘em open and you'll find Gabe 
looking into the Mars Exhibit. 


Here’s the money shot: There’s a 
guard with his back to you in 
the next room. Stay around the 
corner and shoot him in the 
head with the Combat Shotgun 
to send him flying, face forward 
through the glass and into the 
room below — sweet! 


Pick them off and climb up and 
collect their ammo, then use 

1 would highly suggest rolling that Cardkey to open the next 
into the room and ducking gate. 

behind that rock. There are 

three guards ready to take a 

shot at you the moment you set 

foot in the door. 


Head on in and one more will appear on 
the catwalk above. Hug the Lander and 


Don’t jump down into the room 
yet. Move to the next corner 
wall and lean out with your 
target. There’s one guard on top 
of the Lunar Lander (he will 
jump down), and another on the 
catwalk above it. They both are 
wearing Flak Jackets. You could 
also grab the KG34 ammo from 
the Weapon Crate at the end of 
the hallway to take care of 
these guys quickly. 


hd 


aim upwards with your crosshairs. One 
shot to the head and down he comes. 


Now climb onto the Lander then up to 
the catwalk above it. Be cautious, you 
never know if an enemy is around the 
corner... 


r" mw 


These doors lead to the end of the level 
and a brief cinematic cut scene. 
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LEVEL 7 NEW YORK CITY 


INCOMING FROM LIAN: 


ARAMOU IS INTERROGATING PHAGAN NEAR THE DINOSAUR EXHIBIT. I'M LOSING THE AUDIO 
FEEDS, BUT SHE KEEPS SAYING SOMETHING ABOUT SYPHON FILTER. 


BOTH ARAMOU AND PHAGAN HAVE INFORMATION WE NEED... YOU MUST STOP ARAMOU FROM 
KILLING PHAGAN, BUT WITHOUT KILLING HER. 


OBJECTIVE 1: FIND SECURITY CARDREY 


UIKE LAST LEVEL, YOU'LL GET THE SECURITY CARDREY (1) OFF A FALLEN 
GUARD. THE CARDKEY IN QUESTION CAN ВЕ FOUND IN THE EXPOSITION CENTER PRIMARY MISSION OBJECTIVES: 
LOBBY, OFF THE ONLY GUARD WEARING A FLAK JACKET. YOU GET TO THE f 

LOBBY BY DROPPING THROUGH THE GLASS GLOBE ROOF ABOVE. once you're | | 1: FIND SECURITY CARDREY 

THERE, A HUGE FIREFIGHT ENSUES. BE ALERT TO WHERE YOU TARE THE 2: CAPTURE ARAMOU AND PHAGAN 
CARDKEY HOLDER DOWN; HE'S THE ONLY ENEMY THAT WON'T FALLFROM HIS || ALIVE 


POSITION ABOVE WHEN HIT. ` | SECONDARY mission 
OBJECTIVE 2: CAPTURE ARAMOU AND PHAGAN ALIVE «OBJECTIVES: 


AN UNKNOWN LOCATION IM THE MUSEUM. PLL SAVE VOU THE TROUBLEOr. | | ПОП 
LOOKING — THEYRE IN THE DINOSAUR EXHIBIT — THE STEGOSAURUS Room | | MISSION PARAMETERS: 
TO BE EXACT. FINDING THEM IS THE EASY PART, TAKING THEM ALIVEISA | 1.50 NOT RILL ARAMOU 
BIT MORE DIFFICULT. WHEN YOU GET TO THE ROOM, YOU OUERHEAR A \ 

PORTION OF THE CONVERSATION SHE AND PHAGAN ARE HAVING. 
BASICALLY, HE’S PLEADING FOR HIS LIFE AND SHE'S INTERROGATING HIM 
FOR INFORMATION REGARDING THE SYPHON FILTER VIRUS. IT’S OBUIOUS 
SHE'S NOT THE PATIENT TYPE, BECAUSE SHE'LL SHOOT HIM POINT BLANK 
WITHIN ABOUT TEN SECONDS. HERE'S WHAT YOU NEED ТО DO ТО STOP HER 
FROM KILLING HIM AND COMPLETE THE OBJECTIVE: WHEN YOU COME TO 
THE HALLWAY THAT LEADS TO THE STEGOSAURUS ROOM (IT’S THE ROOM 
AFTER THE UNDERSEA ROOM), QUICKLY EQUIP YOUR SNIPER RIFLE. TARE ñ 
FEW STEPS TOWARD THE ROOM AND STOP WHEN YOU HEAR THEN TALKING 
AND THEY COME INTO VIEW. BOTH MARA AND PHAGAN ARE LOCATED IN 
THE RIGHT-HAND CORNER OF THE ROOM AND THE FLOOR UP ABOVE (2). 
THEY ARE VISIBLE THROUGH ñ GLASS WINDOW. WITHOUT WASTING ANY 
TIME, LOOK THROUGH YOUR SCOPE AND ZOOM IN AND ALIGN THE 
CROSSHAIRS WITH HER HAND. IF YOU'RE QUICK ENOUGH, YOU SHOULD ВЕ 
ABLE TO SHOOT THE GUN OUT OF IT BEFORE SHE TARES OUT PHAGAN. 
YOU'RE GOING TO ONLY HAVE ONE SHOT OF IT. IF YOU MISS SHE'LL RILL 
HIM, SO MAKE IT COUNT. 


LEVEL 


T-REX ROOM 


1: SECURITY CARDREY 
\ А 
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We start this level right where we left 
off the last. There’s no time to rest — 
we have to get to Phagan in the 
Dinosaur Exhibit before Mara 
eliminates him. Turn Gabe around and 
get ready for an all-out assault which 
will come from that doorway across 
the room. 


Pick a weapon and roll and stay down 
below the relative safety of that 
conference table. 


В total of four goons will come barging 
in. Stay put and pick them off one by 
one from your vantage point (the one to 
your right behind the gate should be 
your first priority). 
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i ЧОКА CITY == 


SECURITY 


When the carnage is over, collect 
the goods in the lockers — а Ңб- 
34 and Flak Jacket then head 
out the doors they came in from. 


DINOSAUR 
EXHIBITS 


fit the top is another set of doors. 
Rick them іп and you'll find Gabe 
in aroom which overlooks the 
lobby of the Exposition Center. 
Contact Lian and then get ready 
to “drop in” on the party. 


Дл, < 


From either the left or right side 
of the glass globe ceiling, jump 
up and grab the steel rafters, 
then make your way to the 
middle of the globe. 


You’re ambushed by another 
group of guards who shoot at 
you from the ceiling you just 
dropped through. Try and use 
the corners of that platform to 
block their shots. You can auto- 
target and shoot down three of 
them no problem. 


ЎАР ta gs 
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Drop Gabe down and you'll be 
treated to a short cut-scene as 
he plummets through the glass 
ceiling and into the Exposition 
Center lobby. When he lands, hit 
the duck button as there’s a 
guard waiting to take him out 
from across the way. 


You're going to need to stand up 
and manually aim for the head. 
It should be a piece of cake for a 
crack shooter like you. 


S ee | 
The last nuisance is wearing a 
Flak Jacket. Be patient and draw 


him out, then quickly introduce 
his skull to your bullets. 


The reason he was wearing the 
Flak Jacket is because he was 
given the important task of 
guarding the Cardkey. Guess he 
didn’t do a very good job. Well, 
what are you waiting for? Go up 
there and get it, soldier! 
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0.K. A quick survey of the 
surroundings shows that we’re 
on top of some sort of platform 
in the Expo lobby. Lower Gabe 
down the side and get ready for 
another fire fight. 


That will complete Objective 1, 
leaving you a clear head to take 
on the task at hand: Find Mara 
and Phagan and figure out a 
way to take them both alive. 
Head for that open doorway 
straight ahead (for a little fun 
and a bit of target practice, you 
can shoot out the balloons 
floating in the air in here). 


My advice would be to roll to the 
fallen tree that the T-Rex is 
standing on and use it as cover 


It seems a little too quiet in the 
T-Rex Room. Straight ahead is 
the Gate Control Panel which 


opens the gate to the next room. to pick off the two goons. 

But you can bet your 9mm that Sometimes another Shotgun- 
there are a couple of guards toting guard appears from 
waiting around the corner. Move behind. Be on the lookout in case 
forward a bit and draw them he does. 


out. 


Now pick off the next goon in the 
hallway behind this glass 
display, then climb through to 
the other side. 


Things are going to get a bit 
complicated in a second, so you 
might want to stop for a second 
and take a breather. This would 
be a good time to equip your 
Sniper Rifle. 
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Head up the dino’s back and 
crouch and wait, aiming your 
crosshairs toward the hallway 
from which you just came. Three 
guards will come running in. If 
you fancy yourself a marksman 
and super agent, you'll pick 
them off from atop the Stego’s 
back. If needed, hop down and 
take cover, then kill selectively. 


Now that you’ve completed 
Objective 2, it’s time to high-tail 
it out of the level. But we’ve got 
a few leftover guards to deal 
with first. Unfortunately, they 
are going to wait to appear until 
you are in a prone and 
vulnerable position first. Let’s 
oblige them by hopping up on 
the Stegosaurus’ tail. 


Activate the Control Panel then 
head through the opened gate 
(it’s on a timer and will close 
automatically). If you move a bit 
forward, you'll alert two to 
three more Flak Jacket-wearing 
guards, two behind you and one 
in front of you around the 
corner. Do what’s necessary. 
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Now walk toward the next room. 
As soon as you hear Mara’s voice 
stop and quickly look through 
your scope. Up and to the right 
are Mara and Phagan. Mara’s 
got her pistol aimed right at 
Phagan’s head and won’t 
hesitate to shoot him. 


| 
` 
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Now that you’ve taken care of 
the business at hand, jump up 
and grab the steel rafters just 
above the start of the dinosaur’s 
neck. Shimmy over to the right 
and drop yourself down to the 
upper level corridor. 


Head into the next room and be 
prepared for more wild shooting. 
The guard who comes at you 
from behind the glass aquarium 
in the center is wearing a Flak 
Jacket. Pepper him in the head 
with bullets. 
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Zoom in and aim for her hand, 
then shoot the gun out of it 
before she shoots Phagan. Even 
though she says she’s going to 
count to ten before she shoots, 
you only have about five or six 
seconds to get a clean shot off. 


Don’t worry about Phagan, he 
won't get too far. Walk up to 
Mara and take her in (for the 
second time). 


ROTOWA, KAZAKESTAN 


INCOMING FROM MARRINSON: 


| KNOW THAT THIS TYPE OF MILITARY OPERATION IS USUALLY CARRIED OUT BY OUR AGENTS 
WITHIN THE ARMY RANGERS, BUT FOR OBUIOUS REASONS | AM ASSIGNING IT ТО YOU: FIND AND 
INVENTORY THE BASE’S MISSILE ARSENAL. PLANT C4 CHARGES AT REY LOCATIONS, AND 
ELIMINATE GABREK, THE BASE CO. 


YOU WILL ALSO HAVE TO DISABLE THE BASE’S ANTI-AIRCRAFT RADAR DISH BEFORE LIAN CAN 
ET SAC once YOUR EXPLOSIVES ARE SET, YOU WILL ONLY HAVE A LIMITED AMOUNT OF 
TIME Fi i 


OBJECTIVE 1: PLANT C4 CHARGES AT FIVE FUEL TANKS 


THE FIVE FUEL TANKS ARE DISPERSED THROUGHOUT THIS SNOW-BLOWN BASE. EACH 
TIME YOU PLANT A C4 CHARGE, YOU ARE GIVEN A CHECKPOINT, ALLOWING YOU TO 
CONTINUE FROM THAT POINT IF YOUR PRESENCE ALERTS THE BASE GUARDS. MAKE 
SURE TO ELIMINATE ANY GUARDS AND SHOOT OUT ANY AND ALL SEARCHLIGHTS 
BEFORE YOU PLANT YOUR CHARGES. FUEL TANK #1 (1) IS LOCATED HERE, NEXT TO 


PRIMARY MISSION OBJECTIVES: 
1: PLANT C4 CHARGES AT FIUE FUEL 
TANKS 


2: ELIMINATE GABREK AND COLLECT 


THE RIGHT-HAND WALL IN THE FIRST OPEN AREA OF THE BASE. FUEL TANK #2 (2) IS CARDHEY 
AT THE END OF THIS CORRIDOR TO THE LEFT OF THE SUBSTATION. THERE ARE TWO 3: REACH MISSILE BUNKER 
GUARDS YOU SHOULD DEAL WITH ON THE OTHER SIDE OF THE SUBSTATION FENCE SECONDARY OBJECTIVES: 


BEFORE YOU PLANT THE CHARGE. FUEL TANK #3 (3) IS FAR ALONG ІП THE LEVEL, 
LOCATED ON THE OTHER SIDE OF THIS BUILDING IN THE OPEN AREA. MAKE SURE TO 
PLUG THE GUARD THROUGH THE GLASS WINDOW BEFORE YOU HEAD TOWARD THE 
TANK, OR ELSE YOU RISK BEING SPOTTED. FUEL TANK #4 (4) IS JUST ON THE OTHER 
SIDE OF THIS BUILDING. STOP AND TAKE OUT THE TWO GUARDS BEHIND THE FUEL 
DRUMS WITH A GAS GRENADE (FROM THE SAFETY OF THE MAINTENANCE 
GUTTER) BEFORE YOU HEAD AROUND THE CORNER FOR THE TANK. FUEL TANK 15 
(5) IS JUST DOWN THIS CORRIDOR ALONG-SIDE THE LEFT WALL. BEFORE YOU 
PLANT THE LAST CHARGE, DUCK INTO THE DOORWAY ON THE RIGHT AND WAIT 
FOR GABREK (SEE OBJECTIVE 2 ON HOW TO TAKE HIM OUT). 


OBJECTIVE 2: ELIMINATE GABREK AND COLLECT CARDREY 


GABREK (6) COMES AROUND THIS CORNER WITH TWO GUARDS BY HIS SIDE. SINCE 
HE'S WEARING A FLAK JACKET, YOU WON'T ВЕ ABLE TO SUCCESSFULLY KILL 
THEM ALL QUICKLY ENOUGH — THE ALARM WILL BE SOUNDED AND YOUR 
PRESENCE WILL BE ALERTED. HEAD FOR THIS DOORWAY (7) AND PATIENTLY 
CROUCH AND WAIT FOR HIM AND HIS GOONS TO ROUND THE CORNER. WHEN THEY 
APPEAR ON YOUR RADAR, HIT THE AUTO-TARGET BUTTON TO LOCK-ON AND 
WATCH YOUR TARGET METER IN THE TOP-LEFT CORNER OF THE SCREEN. WHEN 
ITS GREEN BAR IS FILLED ALL THE WAY, YOU CAN SAFELY LOB A GAS GRENADE 
‘WITH THE KNOWLEDGE IT WILL TARE THEM ALL OUT IN ONE FELL SWOOP. ONCE 
THE DEADLY GAS CLOUD HAS DISSIPATED, MAKE SURE TO GRAB HIS CARDKEY. 


OBJECTIVE 3: REACH MISSILE BUNKER 
THE MISSILE BUNKER IS AT THE END OF THE LEVEL AND HAS TWO ENTRANCES. 


4: DISABLE POWER TO MOTION 
SENSORS 


MISSION PARAMETERS: 
1: DO NOT DAMAGE THE EXPLOSIVE 
CHARGES 


Че LEVEL а; ROKS, 2 


WHEN YOU COME TO THE OPEN AREA AT THE END OF THE LEVEL, TAKE OUT ANY GUARDS AND THE SEARCHLIGHT UP ABOVE. ALTHOUGH 
THERE'S AN ENTRANCE TO THE BUNKER HERE, RUN INTO THE NEXT AREA AND HEAD UP THE SNOW DRIFT TO THE RIGHT OF THE SECOND 
BUNKER ENTRANCE (8) . IF YOU'RE QUICK ENOUGH, YOU WON'T BE SPOTTED BY THE GUARD WHO IS JUST GETTING OFF HIS POST. PITY HE 
WILL NEVER KNOW WHAT HIT HIM IN THE BACK OF HIS HEAD. NOW, DROP DOWN INTO THE BUNKER, STOP MID-ENTRANCE TO TAKE OUT 
ANOTHER GUARD WITH THE NIGHTUISION RIFLE (MOST LIKELY THE GUY'S REPLACEMENT), THEN PICK OFF ANOTHER TWO TO THE RIGHT 
WITH A GAS GRENADE. NOW, JUST HEAD UP THE SMALL RAMP AND DOWN THIS CORRIDOR (THERE'S A NUMBER “2” ON THE WALL FOR 
REFERENCE), TO EXIT THE LEVEL. 


OBJECTIVE 4: DISABLE POWER TO MOTION SENSORS 


THE MOTION SENSORS NEED TO BE TURNED OFF IN ORDER TO GET DOWN INTO THE MISSILE BUNKER, THE ONLY WAY YOU CAN TURN OFF THE 
SENSORS IS BY FINDING AND DEACTIVATING THE SWITCH WHICH IS LOCATED IN THE SUBSTATION (9) . THE SUBSTATION IS AT THE END OF 
THIS CORRIDOR BEHIND A LOCKED GATE (YOU'LL KNOW YOU'RE CLOSE WHEN YOU HEAR THE HUMMING SOUND OF ELECTRICITY). THERE 
ARE TWO GUARDS INSIDE; ONE PATROLLING THE PERIMETER AND ANOTHER WAITING JUST OUTSIDE OF THE SWITCHBOX. KILL THEM BOTH 
FROM A SAFE VANTAGE POINT BEFORE GOING INSIDE TO ACCOMPLISH THE OBJECTIVE. 


8: MISSILE BUNKER 


1: FUEL TANK #1 2: FUEL TANK #2 
/ 2 З \ 


wat by 
9: SUBSTATION 


6: GABRER / CARDREY £ 
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Dead ahead is a sentry guard, walking 
back and forth on the walkway above. 
Stay a ways back and pick him off 
with your Sniper Rifle. Any weapons 
other than the Gas Grenades, Sniper 
Rifle, Nightvision Rifle or Silenced 
Отт will alert the guards and sound 
the alarms. 
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The reason for doing this just walked 
into the area to your left. Stay down 
and pick him off with a head shot (his 
head will just be visible over the top of 
the wall). 


Our quest for Rhoemer takes us to a Equip them, then crouch-walk 


remote snow=blown base, 
somewhere in the Russian 


around the back of the truck 
until they are in plain view. Use 


providence of Kazakhstan. We have Your targeting button to lock 


humerous objectives to complete, 
so let’s get to it. There are two 
guards in the immediate area. 
Before we take them out, head into 
the small gate shack and collect 
the Gas Grenades from the locker. 
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Be sure to take out the searchlight 
above as well. If you walk into the 
light, you will be spotted and will have 
failed your mission. Get a bit closer and 
use your 9mm to save on precious 
Sniper Rifle ammo. 
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Now that he’s dead, run and duck over 
to the opposite short wall. From here 
you should have a clear shot at the 
sentry above. Take him, and the 
searchlight to his right, out. 


MAZES aN 


onto one of them and toss a Gas 
Grenade their way. It silently 
explodes on contact and will 
cause almost instantaneous 
death. Make sure to let the 
deadly cloud disperse before you 
take their weapons and ammo. 


k 
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Run under the walkway into the next 
open area. You'll notice another sentry 
appear on your radar up and to the 
right. Ignore him temporarily and make 
a mi for cover to the small wall to the 
right. 


Before you place the first set of C4 
Explosives on that fuel tank, shoot out 
this searchlight perched on the next 
overpass. 


Now set the C4 on the fuel 2260 There's another guard to the 
tank... ‚ «another шо appear, Ë ss right, down the Dal a bit. Use 
on your radar when you do. Ro the side of this wood building 
to the left side of the overpass у Un alam cina | for cover and pick him off with 
wall and use your Sniper Rifle rew objective: Disable the your Sniper Rifle as he walks 
for a clean head shot. If you power to the Motion Sensors so ~~ the other way. 
don’t kill any of the enemies you can get into the bunkers 
with Ane fist shol, they will without alerting the base: File 
. that in your memory, equip your 
9mm and get readu to plug the 
guard who’s coming around the 
corner to your left. 
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It makes good sense to hug the walls 


ai : 7 You can safely make your way down i 
fit this intersection, there's no need to i and stop and look before walking 
, | the base and around the corner. Pick up 
ТП [ү шет и gate 5 th go the ammo from the felled guard then pba welts + ает 
о the tert up the ramp and across the head straight up to the cover of this h 
overpass yet. We're looking for the archway. Your next victim ahead. 
Substation so we can disable the unknowingly awaits, dead ahead 
Motion Sensors — it’s to the right. ' š 
18 
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— ; Now place the C4 on the tank... ; 
7 Before we go inside, the second > an open the lock on the 


oe А fuel tank is straight ahead. Run 
Pick him off, then stealthily to the cover of this satellite dish 


man uour wau to the next and take out the last remaining 
archway. that humming Soun: guard inside the fence. He must 
must be the Substation. From be standing watch over the 


here, you should be able to take itch i 
out the guard patrolling inside switch we need to shiit down: 
the fence with your Sniper Rifle. 


1 | „and shut off the Motion Sensor Backtrack your way to the 
Power. intersection where you could have 
chosen the ramp or the gate, and 
take the ramp. You won’t see any 
onl) enemies on your way 
асі 


If you don’t have а clean shot, or 
hesitate too long, they will pass by and 
head for their post between the two 
buildings. Let them go and you can deal 


Down in this next area is one guard 
who must be asleep at his post and two 


Crouch-walk when you get to the top others who are just coming on duty. If 1 L 0 
and stay down as you turn the corner. you immediately hit your auto-target with them in a few minutes. 
Have your Gas Grenades ready. button and lob a Gas Grenade from this 

vantage point, you'll take the two out 

instantly. 


Now, quickly take out the guard „then collect the booty below: a Night А 
standing іп the doorway (you can use Vision Rifle, more Gas Grenades in the If you let the two guards slip through 
another Gas Grenade, if needed)... Weapon Crates next to the truck and your fingers, stand right about here, 


using the building to block you from 
their field of vision, then target either 
one and lob a Gas Grenade their way. 
One should do the trick. 


PK-102 ammunition off of the guards. 


Head between the two buildings 
on the left-hand side. Stop at 
the corner, before you come out 
into the next open area of the 
base. fl quick survey of the area 
shows a sentry up on the wall 
and a searchlight. Patiently 
wait for the sentry to come into 
view and pop him with your 
Night Vision Rifle. 


Edge a bit around the corner 
{just out of range of the 
searchlight), and you'll see 
another guard walking his post 
up above. Hill him and take out 
the searchlight as well. 


ae Р СоМвАт SHOTSUN 
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You'll find a Combat Shotgun stashed іп 
this Weapon Crate next to the driver 
side door of this military truck... 


аа 


ГЕТ — 
j l ا‎ There are two guards just 
around the corner behind those 
fuel drums to your left. Drop 
down into the maintenance 
gutter, equip a Gas Grenade and 
use your manual targeting 
system to aim just above their 
heads. If you throw too low, the 
grenade will hit the drums and 
kill you instead of your targets. 


Next, head between the two 
buildings and take out the next 
searchlight BEFORE you round 
the corner into the open area. 


One more to go: He’s on the 
other side of the doorway to the 


„aNd the Sniper Rifle to pick 
him off through the glass 


left. Use this crate as cover... window of the door. Yeah! 


„aNd the third fuel tank as well. Place 
that charge! Two to go. 


Walk а bit down this alley while you're 
here and take out that guard. 


Almost there, head into the next 
area around to the left and go 
hit for the doorway to your 
right. 


Grab their ammo, then double 
back around the alleyway to the 
right. Fuel tank number four is 
waiting for a C4 charge. 


OE 
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coming around the corner. 


| Have the Gas Grenades equipped Use your auto-target to lock on to 
and stay crouched here, because them, Wait for Gabe’s target meter 
| -Gabrek and two henchmen will be to go all the way green then toss a 


Gas Grenade as they pass by. 
Sayonara Gabrek! Grab his Cardkey 
and you’ve completed another 
objective. 


=. 


Follow the corridor around until 


The last fuel tank is sitting at We're not out of the woods yet. Sneak up as close as possible you get to this switch. Activate 
the end of this corridor. Place Aç you turn down the next then pop him in the head. it with Gabrek’s Cardkey and it 


the C4 charge and move on. i i 
Tohe cation Grek esa rua neha 
with only one guard, the other side. There’s a guard hiding 


might be around the corner. behind there playing your game. 
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i Т Edge forward just a bit and another 
umataq hegte Sop by UPd comes по view on your raar 
the light post and use your рг кеп Rifle again to pick 


Nightvision Rifle to take out a 
guard who’s a ways off on the 
other side. 
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will open the fence right next to 
it. You'll now be back in the 
general vicinity of that original 
intersection. Go left. 


g k1 û abies iken ШЕРТ, 


There’s another switch in the alcove to 
the right. fictivate it, then head 
through the now-opened gate. 
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evene te nian mne TL up coun ne insae a bi 
g * Here, you'll see the other end of апі equip the Nightvision Rifle. 


Duck down by the fuel drums so take a mad dash down the the bunker. Quickly head u From here, you should be able to 
үз {ы that searchlight off corridor into the next area. onto its 1 roof and wait for | safely shoot the guard walking 
in the distance. a guard to come walking out. his post inside the bunker. 


Nothing’s quite as satisfying as 
a shot to the head from behind. 


Ñ 


There are two guards talking to each 
other down the corridor to the right. 
This situation calls for a Gas Grenade. 


renee 


Head down the corridor and collect 
their ammo, then head up the small 
ramp (there’s a number “1” on the 
wall), and motate down the corridor to 
exit the level. 


LEVEL © RO?VOVKA. KAZAKRSTAN 


INCOMING FROM LIAN: 


GABE, ALL THE EXPLOSIVE CHARGES YOU SET ARE PRIMED AND READY FOR DETONATION. ALL 
YOU HAVE TO DO NOW IS CATALOG THE 55-235 AND GET TO THE ROOF. AS YOU CHECK EACH ОПЕ, 
PLL BE TRANSMITTING THE FIRING CODES TO HQ, SO REEP YOUR CHANNEL OPEN. 


ENTERING THE BUNKER TRIGGERED A SILENT ALARM. THE BASE IS ON ALERT NOW, SO YOU'RE NOT 
GOING TO BE ABLE TO GET BACK TO THE SURFACE THE WAY YOU CAME. SATELLITE PHOTOS 

INDICATE THAT THERE'S A FREIGHT ELEVATOR ON THE ROOF, AND IT’S LIKELY CONNECTED TO THE 
BUNKER. THAT’S YOUR EXIT STRATEGY. 


OBJECTIVE 1: CATALOG 10 ENEMY MISSILES 
THERE ARE THREE MISSILE-SPECIFIC CARGO HOLDS TO BE FOUND IN THE BASE BUNKER. 
TO GET TO THE HOLDS, YOU'RE GOING TO NEED TO NAVIGATE THROUGH A NETWORK OF 
CORRIDORS, SHOOTING THE FLASHING RED SWITCHES IN ORDER TO SHUT OFF THE LASER 
FENCES THAT BLOCK YOUR PATH WHEN YOU CAN'T ACTIVATE THEM MANUALLY. MAKE 
SURE YOU SEE SPARKS SPLASH WHEN THEY'RE HIT BY YOUR BULLETS, IT IS POSSIBLE 


PRIMARY MISSION OBJECTIVES: 
1: CATALOG 10 ENEMY MISSILES 


TO HIT THE LIGHT ABOVE THE SWITCH AND NOT ACTIVATE IT. THE FIRST MISSILE HOLD А 

(THE Leis “1-1” IS LOCATED TO THE ШП 4 THE ШОН ИНЕШ THE тсн ш 

MAP (1), AND HOLDS TWO OF THE TEN MISSILES. THERE IS ONE 

HERE — MAKE SURE YOU AUTO-TARGET HIM. IF YOU'RE CARELESS WITH YOUR FIRE, | OBJECTIVES: 

YOU COULD STRIKE A MISSILE. THE SECOND MISSILE HOLD, “2-1,” IS LOCATED HERE ON | š 

THE MAP (2). THIS ROOM HOLDS FOUR MISSILES AND TWO GUARDS. THE MISSILES Ë 

ШЕЕ MEASLES RCP mie METON OTHE | 

ACTIVATING THE MI | à а 
ROOM. THE THIRD MISSILE HOLD, “1-2,” (3) HOUSES THE LAST FOUR MISSILES. MISSION PARAMETERS: 


THERE ARE NO GUARDS INSIDE, BUT ONE WILL TRY AND AMBUSH YOU FROM BEHIND 
WHEN YOU GO TO CATALOG THE FIRST MISSILE. 


OBJECTIVE 2: REACH COMM. BUILDING ROOF 


FROM THE LAST MISSILE HOLD, “1-2,” EXIT THE OPPOSITE DOOR FROM THE ONE 
YOU ENTERED, ТАКЕ A LEFT AROUND THE CORNER AND THEN YOUR NEXT 
IMMEDIATE RIGHT. FROM HERE, YOU'LL HAVE TO SHOOT THE SWITCH AGAINST THE 
RIGHT-HAND WALL IN THE DISTANCE THEN MAKE A DASH FOR THE SAFETY OF THE 
WINDOWED COMPUTER ROOM (4) (THE ENTRANCE TO WHICH IS DOWN THE 
CORRIDOR TO THE RIGHT). THE REASONS FOR DUCKING IN HERE ARE TWO BLOOD- 
THIRSTY, FLAK JACKET-WEARING GUARDS COMING AT YOU FROM BEHIND. STAY 
DOWN AND PICK THEM OFF WITH HEAD SHOTS, THEN YOU CAN SAFELY CALL THE 
FREIGHT ELEVATOR (5) WHICH LEADS TO THE COMM. BUILDING ROOF. FOR AN 
EXTRA BONUS, YOU CAN OPEN THE DOOR TO THE ARMORY, “1-3,” (6) BY 
ACTIVATING THE COMPUTER IN THE WINDOWED ROOM. THERE ARE THREE FLAK 3 
JACKET-WEARING, GRENADE-TOTING GUARDS WAITING TO AMBUSH YOU INSIDE, SO | | 
USE EXTREME CAUTION. IF YOU CHOOSE TO GO IN (YOU KNOW YOU WILL), DON'T š: 
HESITATE AT THE DOOR. INSTEAD, QUICKLY RUN IN DOWN THE RAMP TO THE LEFT 
AND UP TO THE FIRST GUARD WHO APPEARS. HE WILL TOSS A GRENADE OVER YOUR 
HEAD, GIVING YOU AMPLE TIME FOR A PRECISE HEAD SHOT. FROM HERE, USE THE A 
WEAPON CACHES FOR COVER AND PICK OFF THE NERT TWO. GRAB THE 60005, CALL | | 
THE FREIGHT ELEVATOR OUTSIDE AND HEAD FOR THE EXIT. А 


1: DO ПОТ DAMAGE THE MISSILES 
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Since the alarms have been triggered, 
there’s no reason to resort to your 
silenced weapons. Equip the РК-1 02 or 
Combat Shotgun, whatever suits your 


r= ë 


nS 


k ар 


There’s a Flak Jacket along the i 
hallway here. Hopefully you don’t need Two gunni: tothe ип коше р 
it yet, because it will come in handy in Corner start this level off right. ! ee 
just a bit. around the corner and rip them to 
shreds through the laser fence. 
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ПО RECONNAISSANCE AVAILABLE 
SEE ON-SITE MAP 


Head around the corner and you'll see a 

doorway labeled “1-1.” That green-lit 

switch box should open the door. 

Before you do, peek around the corner 

and shoot out the next red-lit switch 
0X. 


Hit the switch on the opposite side of 
the room to exit and surprise the guard 
outside the door. 


Let's see — we're blocked by deadly 
lasers on each side. There’s got to be a 
way to switch them off. Why not try 
shooting that flashing switch box 
against the back wall to the right? 
Bingo! 


The first two missiles to be cataloged 
are in here — one on each side of the 


Now, activate the green switch and hit room. 60 to it, then contact Lian. 
your auto target button. There's a Sounds like she could be in danger, 
guard waiting on the other side of the better hurry it up. 


door. Show him no mercy. 


Back in the corridor, hang a right and 
you'll come to an intersection with 


three hallways on one side and one on i 

the other. Throw the switch (it tums off Switchat the end agoinst the backs 
the lasers to your right which lead back wall. Shoot it out 

to the first room), then move forward a ° ш 

bit. Two guards come at you with the 


element of surprise. 


11 


Now, head down this corridor and be 
prepared for two more guards to 
appear at the end. 


14 
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...but, more importantly, is the guard 

who has probably just appeared and 

started shooting at you from behind the 

lasers, down the hall dead ahead. Kill 

ш and shoot out the switch behind 
im. 


Now, come back and activate the green 
switch against this wall, opening the 
door to missile hold “2-1.” You might 
want to hit the auto-target button; 
there are two guards waiting for you 
on the other side of the door. 


There’s another around the corner to 
the right, and yet another to the left. 
Pick them off accordingly then shoot 
the switch on the right-hand side. 


That corridor to the right is actually a 
dead-end with a Flak Jacket in a 
Weapon Crate sitting there for the 
taking. Shoot out the switch and grab 
it, if need be. 


There are four missiles in this room. To 
catalog them, you need to first raise 
them from their holding position. 
Activate the Missile Access Control 
Panel against the far wall of the room 
to do so. 


Around the next corner, you'll have 
more choices. To the right is another 
laser-lined corridor with a switch on 
the left wall... 


Now, head around the corner where 
you just shot that guard and take out 
the next. You should be in front of the 
next missile hold. Before you enter, 
commandeer his ammo, deactivate the 
red switch against the wall to the right 
and shoot out the next, around the 
corner to the left. 


Each one will consecutively raise, 
giving you access to their firing codes. 
Catalog each one — four to go. 


NO RECONNAISSANCE AVAILABLE 
SEE ON-SITE MAP 
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Head out the way you came and around 
the corner to the left. Follow the 
corridor around and take your first 
right. 


then let yourself in. No baddies in 
here, just the last four missiles to 
index. Enter, but keep an eye on your 
radar; there’s another guard coming at 
you from behind. Hit that auto-target 
button and take him down. 


во as 


Continue to the intersection and take 
your next right. There are two more on 
each side. Take them out quickly, then 
shoot out the switch against the back 
wall to the left. 


Catalog the last four missiles, then 
head out the opposite door you came in 
from. Be prepared for two more guards 
just outside the door. 


Around the corner is the doorway to the 

third missile hold “1-2.” Shoot out the 

ae to the left around the corner 
irst... 


Head out the door and around to the 
left. You can shoot out the first switch 
here on the wall if you like, but it won’t 
do you any good; it just opens up the 
path back to the way you came. 
Instead, aim for the one off in the 
йыш, down the corridor to the 
right. 


Quickly run down the corridor and roll 
into this windowed room, through the 
entrance on the right. 


From your vantage point in the 
windowed room, the Armory looks 
unoccupied. Don’t get lulled into a false 
sense of security, it’s a trap waiting to 
be sprung. Run into the Armory 
doorway and straight down the ramp, 
along the left wall. 


Now that he’s departed the land of the 
living, use the weapon caches for cover 
and pick off the two guards on the 
other side. 


Stay down and get ready to be 

attacked by two Flak Jacket-wearing 

guards. Use your manual targeting 

al and shoot the one on the left 
irst. 


A Flak Jacket-wearing guard will 
appear in front of you and toss a 
Grenade your way. Two other guards 
also appear to your right, behind some 
weapon caches. 


~ < 


Now that you’ve taken care of business, 
reap the rewards. This room contains: 
Sniper Rifle ammo, Grenades, 9mm 
ammo, Nightvision Rifle ammo, Combat 
Shotgun ammo, PK-102 ammo, Gas 
Grenades, more Grenades and a Flak 
Jacket. 


If it wasn’t hit in the crossfire, the 
computer on the desk in here will open 
up the door to “1-3” — the Armory. 
Before we head up and out the freight 
elevator to the exit above, let’s see 
what goodies we can pilfer first. Access 
the computer and open the door. 


Keep your momentum and get close to 
the first guard in front of you, then 
quickly aim and shoot him in the head. 
The Grenade he tosses will fly over 
your head and explode harmlessly 
behind you. 


Once you've stocked up, head out and 
activate the freight elevator switch 
next to the computer room. This 
elevator takes you up to the Rooftop 
where the Satellite dish is located, and 
the end of the level. 
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LEVEL 10 ROZOVKA, KAZAKASTAN 


INCOMING FROM UAN: 


RHOEMER’S PATROLS HAVE DISCOVERED MY LOCATION AND I’M COMING UNDER HEAVY FIRE. 
YOU BETTER DISABLE THAT RADAR SOON OR І WON'T BE ABLE ТО DUST OFF. ITS CONTROL 
PANEL SHOULD BE SOMEWHERE AT ITS BASE. 


PM HAVING MARKINSON'S TEAM STAND BY IN CASE SOMETHING HAPPENS. HURRY GABE. 


OBJECTIVE 1: DISABLE RADAR TRACKING 


IT'S TIME TO GET THE HECK OFF THIS BASE. UE GOT A BAD FEELING THINGS ис. }. 
ARE ABOUT ТО GO SERIOUSLY WRONG. WE NEED TO DISABLE THIS RADAR DISH PRIMARY MISSION OBJECTIVES: 
(1) SO LIAN CAN DROP DOWN WITH HER HELICOPTER UNNOTICED. IF IT ISN'T 1: DISABLE RADAR TRACKING 
DISABLED, SHE WILL BE PICKED OFF BY THE BASE’S ANTI-AIRCRAFT GUNS. TO 
5 ШИ JUST үа AROUND ШИ ot ЫШ iina ШЙ. | SECONDARY OBJECTIVES: 

ND UP THE RAMP (IGNORE THE WE | AT |] : 
THE RADAR’S BASE, YOU'LL FIND THE RADAR TRACKING OVERRIDE PANEL (2). | | 2:SHOOT DOWN ATTACH HELICOPTER 
ACTIVATE IT AND YOU'VE FINISHED THE EASY PART. ` MISSION PARAMETERS: 


OBJECTIVE 2: SHOOT DOWN ATTACK HELICOPTER. uses 


WELL, IF YOU THOUGHT OBJECTIVE Т WAS EASY, WAIT UNTIL YOU EXPERIENCE | 
HOW TOUGH THE NEXT ONE IS. LIAN GETS AMBUSHED BY RHOEMER AND HIS 
MEN. IT SOUNDS LIKE SHE PUT UP A GOOD FIGHT, BUT DIDN'T MAKE IT. NO 
TIME FOR MOURNING NOW THOUGH RHOEMER’S SENDING AN ATTACK 
HELICOPTER YOUR WAY. HERE'S WHAT YOU NEED ТО DO TO SHOOT IT OUT 
OF THE SKY: FIRST, HEAD OFF THE RAMP AND TO EITHER SIDE OF THE ROOF 
WHILE EQUIPPING THE PR-102. WHEN YOU GET TO THE EDGE, MOVE TO 
EITHER CORNER AND HOLD DOWN YOUR AUTO-TARGET BUTTON. WHEN THE 

| ‘COPTER APPEARS, YOU WILL LOCK ONTO ITS POSITION AS IT RISES ABOVE 

| THE ROOF. MAKE SURE YOU ARE ON THE SIDE OF THE ROOF WHERE IT 
APPEARS. AS SOON AS ITS LIGHT SPLASHES ACROSS THE GROUND, START 
SHOOTING WHILE RUNNING TO THE RIGHT ALONG THE EDGE OF THE ROOF 
(RUN IN THE OPPOSITE DIRECTION OF THE CORNER — THIS WILL HELP YOU 
AVOID THE ‘COPTER’S MACHINE GUN FIRE). WHEN IT STARTS TO PASS 
OVERHEAD, KEEP YOUR TARGET LOCKED ONTO IT AND FOLLOW IT ACROSS 
THE ROOF WHILE SHOOTING (YOU'LL KNOW IT’S TAKING DAMAGE IF THERE 
ARE SPARKS REFLECTING OFF THE HELICOPTER’S BODY). WHEN IT GETS TO 
THE OPPOSITE SIDE OF THE ROOF, IT WILL EITHER DISAPPEAR INTO THE 
NIGHT OR COME BACK AROUND FOR ANOTHER PASS. IF IT DISAPPEARS, 
WATCH THE RADAR FOR WHERE IT’S GOING TO REAPPEAR, THEN RUN LIKE 

| MAD FOR THE OTHER SIDE OF THE ROOF TO GET BEHIND THE RADAR TOWER 
FOUNDATION FOR COVER. THIS PASS IS EXTREMELY DEADLY. THE ATTACK 
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COPTER LETS YOU HAVE IT WITH EVERYTHING IT HAS ІП ITS ARSENAL AND, IF YOU'RE CAUGHT IN THE CROSSFIRE, YOU'RE SURE TO DIE A 
GRUESOME DEATH. IF YOU ARE ALMOST THERE WHEN IT STARTS SHOOTING, HIT THE ROLL BUTTON AND YOU MIGHT AVOID SOME 
DAMAGE. WHEN YOU GET TO THE SAFETY OF THE TOWER’S FOUNDATION, LOCK ON AND KEEP THE HELICOPTER TARGETED. AS IT FLIES 
OVERHEAD, IT WILL EVENTUALLY STOP FIRING — THAT’S YOUR CUE TO LET GO WITH YOUR OWN ARSENAL AND, AGAIN, FOLLOW IT UNTIL 
IT EITHER DISAPPEARS OR COMES AROUND ONCE MORE. IF IT COMES AROUND, KEEP IT TARGETED AND DON'T STOP MOVING WHILE 
SHOOTING AT IT. YOU MIGHT GET A LITTLE DISORIENTED BY THE CAMERA WHEN IT PASSES OVERHEAD. JUST KEEP YOUR EYE ON IT, AND 
YOU SHOULD GET YOUR BEARINGS IN TIME TO GET IN SOME HITS. EVENTUALLY, GUARDS START APPEARING ON THE ROOFTOP, USUALLY 
AFTER THE HELICOPTER DISAPPEARS. YOU HAVE ONLY ONE OR TWO SECONDS TO TAKE THEM OUT BEFORE IT REAPPEARS. MAKE THEM 
COUNT, THEN HEAD FOR COVER. TOWARD THE END, YOU'LL PROBABLY NEED ТО REPLENISH YOUR FLAK JACKET ARMOR (3) AND PR-102 
AMMUNITION (4). WAIT UNTIL THE HELICOPTER PASSES OVERHEAD, THEN QUICKLY GO FOR EITHER ONE OF THE CRATES ON EITHER SIDE 
OF THE ROOF; YOU DEFINITELY DON'T HAVE TIME FOR BOTH IN ONE PASS. MAKE SURE THERE ARE ПО GUARDS ON THE ROOF WHEN YOU DO. 
ШШШ THE HELICOPTER WILL START TO STORE AND, ULTIMATELY, CATCH ON FIRE. ONE OR TWO MORE PASSES AND IT’S HISTORY. 
HOW! 


1: RADAR DISH 
4: PH-102 \ 
3: FLAK JACKET zz 


| 4: PR-102 
13: FLAK JACKET 


2: RADAR TRACKING OVERRIDE PANEL 


, Get ready for a battle. Our primary job is 
_ to disable that satellite radar dish 

| which, in turn, will shut off the base’s 
antiaircraft guns and allow Lian to 

| drop down and pick you up. 


= а a 

Upon completion of Objective 1, you 
signal Lian to pick you up, except things 
have gone terribly wrong. From what 
you can hear, Lian is attacked and killed 
by Rhoemer and his men. Instead of 
Lian’s ‘copter coming to pick you up, 
Rhoemer is sending one of his own to 
take you out. Head down the ramp and 
to the right side of the roof, while 
equipping the PR-102 in the process. 


Like Lian informed you, the Radar 
Tracking Override Panel is at the base 
of the dish. Don’t waste any time 
activating it. 


Keep the target button held down as it 
flies over Gabe’s head and don’t stop 
shooting while you follow it across the 
roof to the other side. 


When the Helicopter rises above the 
roof and comes into your field of vision, 
start shooting while running against the 
wall to the right or left (depending 
what corner you're оп), in order to give 
you some running room to dodge the 
‘copter’s machine gun fire. 


Head around either side of it — ignoring 
the Weapon Crates for the time being — 
and up the ramp. 


fis soon as you see the green dot appear 
on your radar, hit and hold your target 
button. This will lock-on to the 
helicopter’s location. Move all the way 
over to the left corner of the edge. 


If you hit it enough times (you know it’s 
taking damage if you see sparks flying 
off its fuselage), it will temporarily 
disappear. 


If it doesn’t disappear, repeat the 
process, shooting it when it 
comes into range, trying to avoid 


When it does disappear, watch 
your radar to see which side it’s 


This time around, when it 
reappears, there’s no running 


You might encounter а guard {or from the Attack ‘copter’s deadly 
two) who either jumped off the fire. The only cover is from the 
‘copter or came up from the radar’s foundation. Use the wall 
freight elevator. Either way, hit ; О {һе opposite side for cover 


the target button to lock-on to — and wait as it slowly passes 
him and shoot him as you're overhead while firing at you. 


its fire and following it to the coming from next, and hightail it 


to the opposite end of the roof. 


When it reaches overhead, start firing 
while locked-on. Again follow it while 
firing until it gets out of range. 
Sometimes it will come back around for 
another run; sometimes it will 


If you are caught in the crossfire before 
you reach the safety of cover, keep 
hitting the roll button to, hopefully, take 
minimal damage as you head for cover. 
No guarantees here. 


Hold down the target button to 
keep а lock-on its position. 


If it disappears, repeat steps 10 through 
13. This time there will, most likely, be 
two guards coming at you, in addition to 
the Helicopter. 


Sooner or later, after a couple of passes, 
the ‘copter will start to smoke and catch 
on fire. No time to let up now. 


Depending on your supply of PR-102 
bullets or your armor status, only go for 
the Weapon Crates if you really need 
them and when the Helicopter has just 
disappeared. Be extra careful to make 
sure that there are no lingering guards 


Just remember, if the Helicopter 
disappears, you need to take cover. If it 
heads out into the night, then turns 
around for a second or third pass, you 
will be able to stay out in the open and 
shoot at it as it comes at you. Keep your 
target locked-on to it and watch your 
ammo supply; it will go down. 


LEVEL 11 ROZOVKA, КА7АКНБТАМ 


INCOMING FROM MARKINSON: 


THE TIMERS ON THE EXPLOSIVES YOU PLANTED HAVE BEEN TRIGGERED. WHEN THEY GO OFF, IT 
WILL LEAVE A CRATER A MILE WIDE. OUR CHOPPER WILL PICK YOU UP AT THE MAIN GATE, IF 
You nn IN TIME. OUR WINDOW FOR ESCAPING GROUND ZERO IS SHORT, SO YOU HAD 
BETTE RY. 


| |HAUE SENT A TEAM TO LIAN’S RENDEZVOUS POINT. THEY FOUND NOTHING BUT A BURNING PILE 
OF DEBRIS. RHOEMER WILL PAY DEARLY, SOON ENOUGH. 


OBJECTIVE 1: ESCAPE THROUGH MAIN GATE 


THIS 1S THE ONE AND ONLY OBJECTIVE FOR THE LEVEL. YOU HAVE ROUGHLY 
THREE MINUTES TO MARE YOUR WAY THROUGH THE WINDY CORRIDORS OF 
THE BASE BEFORE THE C4 CHARGES YOU SET EXPLODE. WHEN YOU START THE 
LEVEL, YOU ARE HERE ON THE MAP (1). FOLLOW THE OUTLINE WE'VE GIVEN 
FOR THE SHORTEST ROUTE POSSIBLE TO THE EXIT, IN ORDER TO BEAT THE 


PRIMARY MISSION OBJECTIVES: 
1: ESCAPE THROUGH MAIN GATE 


CLOCK IN PLENTY OF TIME. OF COURSE, IT’S ПОТ AS EASY AS A STRAIGHT RUN- | CONDARY OBJECTIVES: 
THROUGH. THERE ARE GUARDS LURKING AROUND EVERY CORNER, HIDING Secon OBJECTIVES: 
l a Qa t u || пок 

ў ER'S ELITE AND | 
THEY WILL HIT YOU IF YOU TURN YOUR BACK ON THEM. THE REY TO THE LAST | | MISSION PARAMETERS: 


| PART OF THE LEVEL (WHICH WILL SAVE YOU SOME TIME AND HASSLE), IS TO 
. (TARE A SHORTCUT BY LOWERING GABE DOWN THE SIDE OF THIS OVERPASS (2). 
à, THERE IS ONE LAST SEMI-TOUGH OBSTACLE BEFORE YOU CAN EXIT THE 
MAIN GATE AND MAKE YOUR RENDEZVOUS WITH THE HELICOPTER — A 
| GRENADE-THROWING GUARD WHO IS WEARING A FLAK JACKET. THE KEY TO | 
> KILLING HIM (AND ANY GUARD WITH GRENADES), IS TO GET WITHIN AN i 
ARM'S REACH 50 HE CAN'T TOSS A GRENADE AT YOU WITHOUT KILLING 
HIMSELF. BY RUNNING STRAIGHT AT HIM, HIS GRENADES WILL FLY OVER 
YOUR HEAD AND EXPLODE SAFELY BEHIND YOU. WHEN YOU'RE CLOSE 
ШШ, , QUICKLY ш; UP THE CROSSHAIRS AND SQUEEZE OFF A HEAD 


1: DO NOT DAMAGE THE EXPLOSIVE 
CHARGES 
2: DO NOT DAMAGE THE MISSILES 


66 TERETA 


We find ourselves back on the ground 
floor of the base outside the bunkers. 
First things first, kill that cowardly 
guard before he gets away. If you are 
low on ammo, there are three Weapon 
Crates in this area: A Flak Jacket to the 
right, and an M-79 and PR-102 behind 
you. 


2: OVERPASS _ 


(Ctssecrives _ 
(CPanawerens ] 
(“faerie J 


Стону _ 


- To get a bearing on where you are, take 


a quick look at the map and you'll see Rhoemer’s triggered the C4 charges you 
you're at the end of the corridor by the planted and you have less than three 
Substation where you shut down the minutes to get back to the main gate 
motion sensors earlier. where you originally started from. 
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[т мү; Another guard comes out at you from 
| ‹ behind this overpass. Use your. Combat 
COMMUNICATIONS aos b Shotgun. 
BUILDING POWER 
OR AE E RL ee Al Ч 1. 1 C - 


= 
KES Б the Attack ие you рта í HEN = 
is blocking your way to the right, hea Before you head into the new area, take 
acne pci А H йет at straight through the open fence. a second and manually target the guard 
accurate shot if you don’t want to waste inside the window across the way. 


precious ammo. 


— Follow the corridor around the next 
corner and auto-target and pick off the „then quickly turn around and plug the 


two guards jumping off the roof... guy coming off the roof behind you [or 
Head to the left, and stop just under this to the right, if you haven’t started down 
overpass to pick off the guard in the the next corridor). 


window above. 
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Another comes rolling out at you ahead. 


At the end of the corridor, stop at the 
end of the maintenance gutter and send 
a couple rounds into the fuel drums dead 
ahead. They will blow up on contact, 
taking the two guards out with them. 


Take out any guards coming at you from 
behind, then concentrate on your last 
obstacles: a guard in the gate shack and 
a Grenade-throwing, Flak Jacket- 
wearing son-of-a-gun blocking the 
way to your freedom. 


Head right through, under the alarm 
light, and between the two buildings, 
down the maintenance gutter. You'll be 
greeted by two guards in front and one 
behind. Stay calm and methodically pick 
them off one-by-one. There is a Flak 
ба in the alcove to the right, if you 
need it. 


If you're quick enough, hit the target 
button to lock-on to the guards running 
a the ramp of the overpass. Kill ‘em 
dead. 


Just keep running forward (like you did 
in the Armory hold) as he tosses the 
Grenades over your head, then quickly 
get a precise shot off when he’s too 
Close to launch another. 


jJ = 
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Run through the open area with the 
military truck and go between the next 
set of buildings. It looks like that guard 
we shot through the door windows has 
been replaced with another. Send this 
one packing too. 


Head around and up the ramp. You can 
{and should) climb up on this concrete 
ledge, then lower Gabe down the other 
side — the exit is in sight! 


Just a few more steps forward and the 
sweet taste of freedom is yours. Watch 
as your helicopter flies away and the 
Base blows to smithereens. Rhoemer’s 
gonna pay for killing Lian. 


Тут 
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INCOMING FROM MARKINSON:: 


ENTIRE OPERATION. 


SEIT TO TEE SHG ESE N 


` OBJECTIVE 1: ELIMINATE RHOEMER’S 10 SCIENTISTS 


RHOEMER’S MONASTERY STRONGHOLD IS POPULATED WITH GUARDS 
DISGUISED AS MONKS, SCIENTISTS AND TEST SUBJECTS. YOU'VE BEEN GIVEN 
THE CHARGE TO MAKE A CLEAN SWEEP OF THE INSTALLATION, TAKING OUT 
EACH AND EVERY ONE OF THE SCIENTISTS AS YOU DO SO — THERE ARE TEN IN 
TOTAL. THEIR APPROXIMATE LOCATIONS ARE LISTED ON THE MAP. SOME 
GENERAL STRATEGIES IN DEALING WITH THE SCIENTISTS: 1: DO NOT CHASE 
THEM DOWN HALLWAYS AND INTO ROOMS IF THEY RUN. MORE OFTEN THAN 
NOT, WHEN THEY SENSE YOUR PRESENCE, THEY WILL TARE OFF RUNNING. LET 
THEM GO, OR ELSE RISK BEING LED INTO A TRAP. 2: DON'T LET YOUR GUARD 
DOWN AROUND THEM. WHILE THEY SEEM HARMLESS ENOUGH, SOME OF THESE 
BUTCHERS CARRY WEAPONS AND WILL SHOOT AT YOU WHEN BACKED INTO A 
CORNER. RHOEMER HAS ALSO EQUIPPED THEM WITH FLAK JACKETS, 50 
-> YOU WILL HAVE TO SHOOT THEM IN THE HEAD. 3: BE SURE ТО SEARCH THEIR 
°, DEAD BODIES AFTERWARDS. NOT ONLY FOR PARTIAL ARMOR, BUT SOME 
ARE CARRYING NECESSARY CARDKEYS. 


OBJECTIVE 2: ADMINISTER ANTIGEN TO 6 TEST SUBJECTS 


THESE POOR SAPS ARE NOTHING BUT HUMAN GUINEA PIGS, SUPPLIED TO 
RHOEMER BY PHAGAN FOR THE USE OF TESTING AND DEVELOPING THE 
LETHAL SYPHON FILTER VIRUS. MARKINSON HAS EQUIPPED YOU WITH A 
SMALL AMOUNT OF A SYNTHETICALLY PRODUCED ANTIGEN THAT WILL 
SUPPOSEDLY WIPE OUT THE DRUG IN THESE PATIENTS/PRISONERS — THERE 
ARE SIX ІП TOTAL TO DISCOVER AND VACCINATE. MOST OF THE TEST 
SUBJECTS CAN BE FOUND IN THE STRONGHOLD’S LABORATORIES, BUT SOME 
HAVE MADE THEIR WAY INTO THE MONASTERY’S PASSAGES AND BACK 
ROOMS. THEIR LOCATIONS ARE LISTED ON THE MAP. 


OBJECTIVE 3: FIND SECURITY CARDREYS 


TO PROGRESS THROUGH THE MONASTERY, YOU'LL HAVE TO FIND THREE 
SEPARATE CARDREYS WHICH WILL OPEN THEIR RESPECTIVE DOORS. THE 
CARDREYS CAN BE FOUND ON CERTAIN SCIENTISTS THROUGHOUT THE LEVEL. ` 


YOU HAVE TO FIND YOUR WAY DOWN TO THE CATACOMBS WHERE PHAGAN IS BEING HELD. 
ELIMINATE ANY PHARCOM SCIENTISTS YOU FIND ON THE WAY: | WANT TO SHUT DOWN THIS 


OUR LABS HAVE PREPARED AN ANTIGEN WHICH FIGHTS THE EFFECTS OF THE VIRUS. YOU MUST 
STOP AND ADMINISTER IT TO ANY HUMAN TEST SUBJECTS YOU FIND. THE AGENCY NEEDS THESE 
SUBJECTS ALIVE, SO DO EVERYTHING IN YOUR POWER TO INSURE THEIR SAFETY. 


Н 


f 


i 
| 
{ 
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° PRIMARY MISSION OBJECTIVES: 


. 1:00 NOT KILL ANY HUMAN TEST 
„` SUBJECTS 


Т: ELIMINATE RHOEMER’S 10 SCIENTISTS 

2: ADMINISTER ANTIGEN TO 6 TEST 
SUBJECTS 

3: FIND SECURITY CARDREYS 

4: FIND ENTRANCE TO CATACOMBS 


SECONDARY OBJECTIVES: 
none 
MISSION PARAMETERS: 


WE'VE LISTED ON THE MAP THEIR EXACT LOCATIONS, BUT HERE ARE GENERAL DESCRIPTIONS OF WHERE THEY CAN BE FOUND: CARDKEY 
#1 IS FOUND IN THE LAB WITH THE GROUP OF THREE SCIENTISTS. ОПЕ OF THEM HAS IT. CARDREY #2 CAN BE TAREN OFF THE SCIENTIST 
WHO IS CHATTING WITH THE TWO GUARDS AT THE END OF THIS HALLWAY. PEEK AROUND THE CORNER AND SHOOT THE CHANDELIER 
DOWN ON THEIR HEADS. CARDKEY #3 IS FOUND IN HERE, JUST A ВІТ AFTER THE LIBRARY, WHEN YOU'VE MADE YOUR WAY BACK INSIDE 
THE STRONGHOLD. YOU'LL SEE THIS SCIENTIST LEISURELY WALKING BY THE HALLWAY. PLUG HIM AND TARE THE KEY. 


OBJECTIVE 4: FIND ENTRANCE TO CATACOMBS 


WE'RE LOOKING FOR THE ENTRANCE WHICH LEADS SOMEWHERE DEEP INTO THE BOWELS OF THE MONASTERY. SOMEWHERE DOWN THERE 
WE'LL FIND PHAGAN. UNFORTUNATELY, YOU'RE NOT GOING TO FIND THE ENTRANCE TO THESE CATACOMBS THIS LEVEL BUT, BY GETTING TO 
THE END (WHERE AN ELEVATOR WAITS), YOU WILL BE THAT MUCH CLOSER. 


SCIENTIST #8 
CARDREY 12 


^ TEST SUBJECT #5 
SCIENTIST #7 


| 


L 
ТЫН 
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SCIENTIST #6 


SCIENTIST #9 
CARDREY #3 


w EN TEST SUBJECT #3 | 
| ELEVATOR TO LOWER LEVEL” 9299 Ё 
SCIENTISTS #3, #4 and #5 Ms, / TEST SUBJECT #4 
CARDHEY }1 


, URADE -- 


LABS 


WE 
mijamy B” 


LIBRARY 


Your first enemy appears below. That’s 
no monk! Take your time and pick him 
off. From now on, we have to assume 
all of the enemies are wearing Flak 
Jackets. 


From here, he can safely jump down to 
the roof, where you'll find a PR-102 off 
one of the monks you took down 
moments ago. 


The plot thickens. The last time we left 

Phagan and Mara, she was wounded 

| and taken into Agency custody for 
interrogation, and Phagan disappeared. 

| Now Mara’s escaped once again and 
Phagan has been taken prisoner by 
Rhoemer. He’s somewhere in the 
catacombs below this cathedral. Let’s 

| get to work. 


Head down the slope of the roof and 
monk number two will shoot at you 
through the stained glass window. Pick 
him off, then continue your descent. 


p at p 


There are two flat indentations in the 
rooftop where you can jump up and then 
lift Gabe up once again onto the stained 
glass window ledge. 


You start on the rooftops of this gothic 
cathedral. There are two paths that lead 
down to the lower level on the right- 
hand side in front or behind you. Choose 
one and lower Gabe down. 


р 


Е: 1 


а ш 


Drop Gabe down to the platform in front 
of the window guy you just plugged. 


Bust through the window with a roll for 
kicks (if you didn’t shoot it out earlier), 
and you'll find a Sniper Rifle in a 
Weapon Crate, as well as PR-102 ammo 
from a downed enemy in this new 
hallway. 


That blue dot that appears on 
your radar straight ahead is a 
scientist. Don’t be fooled by their 
docile nature and incessant 
begging; these guys are killers 
and some even carry guns. Chase 
him down and take him out, 


This long, crate-filled hallway 
might have another monk 
creeping about it. If he’s in the 
immediate vicinity, use the 
crates for cover and pick him off 
with a head shot, when it’s safe 


Go back into the hallway and 
around the corner. Those huge 
wooden doors are electronically 
locked and we need a Cardkey to 


Around the next corner is a 
crouching guard (and possibly 
another scientist). Stop before 
you enter his/their field of vision 
and get ready to see why this 


Head back out and around the 
corner. Ahead in the distance is a 
room with a large plate-glass 
window. It looks like some kind 
of operating room or lab. 


To the right is a long hallway 
with a monk who is running at 
you! Take him out with a little of 
your own biblical justice. 


Before we go any further, 
backtrack just a bit into the 


hallway you just came from and 


head into this doorway. 


See that chandelier over his 
head? That's right, a well- 


placed shot will send it crashing 


down on the goons’ head, 
crushing skulls like beer cans. 


First, let’s go forward and into 
the lab (you can run, roll or shoot 
the glass to let yourself in). Test 
subject number three is waiting 
in here. 
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Inside, you'll find the first of the 
test subjects who are sick with 
the Syphon Filter virus. Check in 
with Markinson and then 
administer the antigen to the 
first two of six in total. 


Before you head into that 
hallway, equip the flashlight and 
head into that pitch-black room 
dead-ahead. Inside, you'll find a 
Weapon Crate with a Flak Jacket 
inside it. 


Now, go down the long hallway. 
Reep an eye on the radar; you 
might run into a guard or two. 
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Head back into the long hallway once 
more and make your way to the end. 
Here you'll find one more lab with three 
conferring scientists. They scatter when 
they see you coming. 


Head back out and start back down the 
long hallway. The monks now know 
you're here. Use the crates for cover and 
work your way through them (one will 
drop а .45). 


Continue a bit further down the hallway — There’s also a Weapon Crate with Gas 


and you'll come to another corridor to 

| the left which leads to another lab. Hill 
Mr. Monk, then head on іп. We'll find 
another test subject grieving over a 
dead friend. Give him the juice. Two to 
go. 


Take each of them out with a head shot, 
then collect the Cardkey one of them 
conveniently leaves behind. Did you 
remember to say “thank you?” 
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Head around the passage, back the way 

you came, taking out any enemies you 

encounter along the way, and use that 

заб, to unlock those huge wooden 
oors. 


Grenades sitting in the corner. We need 
those. 


The two Weapon Crates in here hold PR- 
102 ammunition and a Flak Jacket. 


No enemies in this room, just a stack of 
crates and a window that shatters to 
reveal a guard shooting at you from 
across the way. Shoot back! 


Climb up, and onto, the window 
ledge, then peek over the side to 
the left and pick off the guard in 
the window sill next door. 
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Behind the crate, in this 
otherwise sealed-off room, is a 
Weapon Crate with a K364 inside 
of it. Useful. 
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Around the corner is another 
guard. Kill him with a head shot, 
or bring down the chandelier for 
a few laughs. 


There’s another monk walking 
along the balcony... 


The room right next to it is empty 
but leads out into a main 
hallway. 


Ahead is another scientist, who 
doesn’t seem to be at all 
disturbed by your presence... 
Until you shoot at him. If you 
miss and he runs away, let him 
go. We'll catch up to him in a bit. 


courtyard. 


On the balcony, there are four 
stained glass windows. The one 
on the way left is the one you 
came through. Let’s try the very 
last one on the right first. Shoot 
it out and see what's inside. 


..and one more across the 


In here, we find scientist number 
six. Hill him. Now climb back out 
and through the third window 
and into the hallway. 


Before we head through there, 
let’s see what's behind window 
number 2, shall we? This is the 
window to the right of the one 
we came in and is where we 
plugged the monk who was 
standing on the window sill. 


Administer the antigen then snag 
your own Flak Jacket, if you 
need it. Head on out. 


Turn and head up the ramp he 
came out of. Inside there’s 
another Test Subject, as well as 
two guards creeping up from 
behind. Go into a roll and come 
out shooting. These two are NOT 
wearing Flak Jackets, but they'll 
be wishing they had. 


Unlock the doors and bust into 
the library. When you are in, roll 
to the safety of the crate in front 
of you. 


Once you get up here, another 
guard appears. Use the large 
stone columns as cover and work 
your way around until you can 
get off clean shots. 


Head around the next corner and stopat Another set of locked doors to the right, 
, _ the following one. A quick peek over the  let's see if one of these guys has the 

| side shows us two guards and a scientist Cardkey. Bingo! 

hanging out underneath a chandelier - 

oh lucky day! I don’t need to tell you 

what to do. 


$ The one on the ground is easy, 
There is one guard on the left = > but the one on the balcony above 
who stays put and anotherone More guards appear when you doesn't have the sense to stay 


on the right who decides to get : ut. You can either work from 
up claseand personal. Show 0 eO е oly an try to pici him of, or 
them who’s boss. and cucle th use the crate in the back corner 
cycle through your targeting of the room to get up to his level. 
sustem to get an idea of where get up 
ey are. 
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š ; From the crate, pull Gabe onto 
Once gon ve clearen the room, go 1 ш e and чп shoot out 
аск down and collect your e Stained glass window up 
mt тарианд Шредер а 


G-18 ammo, on top of this where М 
you climbed up, and hop 
bookcase. onto this PHARCOM crate. 
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When the glass breaks, you'll 
reveal another monk across the 
way. The only way to kill him is 
to pull yourself up onto the 
window ledge and use the auto 
target. Youll be vulnerable for a 
few seconds and might suffer a 
couple hits, but be quick and 
you'll come out just fine. 


Take his goods then administer 
the antigen to the remaining test 
subject, completing Objective 2 
and giving you a checkpoint. 


next hallway and you'll be 
greeted by a guard to your left 
and a gun-wielding scientist to 
the right. 


Another guard shoots at you 
from behind the glass of the far 
window to the right. Kill him, 
then move on. 


Grab the Shotgun back in the 
other room if you need it, then 
use the corner of this wall for 
cover. 


Duck back into the hallway, as 
much as you can, and take care 
of the guard first... 


fit the end of this sloped section 
of roof is another window. Shoot 
the glass, hop up on the ledge 
and you should just be able to 
take out the guard right below 
with a shot to his head. 


В guard will come rolling into 
the doorway; stop to see if he 
can get a bead on you, then roll 
back to the cover of the wall. 
Let’s see who can get a bead on 


„then pick off doc in the head. 
He’s got a Cardkey and 
represents the next Checkpoint: 
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Manually drop Gabe down onto 
the stack of crates in this room. 
Be careful — there's a guard who 
will start shooting at you once 
you’ve dropped down onto the 
second set of crates. Hit the 
ground and head for cover, then 
pick him off. One of those 
beakers contains deadly gas in it. 
See if you can kill him creatively. 


Head down to the next hallway 
and spy another scientist go 
running by. 


Up and around these crates is a 
dead end, but also a Weapon 
Crate with a Flak Jacket in it. 
You might need that. 


, erates, shoot that chandelier down 
| behind it to hear the sweet sound of a 
guard being crushed by glass and metal. 


Before we make our way up that wall of Manually lower Gabe down the other 


side. Turn the corner, then turn around, 
crouch and wait. Two guards will come 
climbing down after you. These guys are 


The last remaining scientist will 
come waltzing around the corner 
dead ahead. Be ready for him and 
shoot him in (where else?) the 
head. Objective complete. 


Shoot down the next chandelier 
as well, then climb up and over 
the short stack of crates. 


Those crates are blocking our 
way forward, forcing us to head 
up e ramp, into the room to the 
right. 


Climb up and grab the goods, 
then head back out to the main 
hallway. There’s a Flak Jacket 
inside this Weapon Crate. 


not wearing Flak Jackets, so lay into 
them. 
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The darkened room to the right 
has a tall stack of crates going 
up to the ceiling with a Weapon 
Crate on top. There’s K364 ammo 
inside. If you choose to retrieve 
it, you will be greeted by a monk 
who must have just finished 
hiding it there. 


No sooner do you shoot him, then 
another appears from the 
hallway behind you. Kill him too. 


As soon as you enter the room, 
you're ambushed by three 
guards. Pick a set of crates to 
roll behind and patiently pick 
them off from a crouching 
position. If you get hit, don’t fret. 
They'll leave behind Flak 
Jackets. 


This cool-looking Gothic room 
has one exit: down this ramp. 
Head down it and around the 
corner. 


At the end, you'll find another 
Control Panel which will unlock 
the wooden door ahead. Insert 
the Cardkey and kick it open. 


Jump up to the next stained 
glass window, then roll through 
into the hallway below. You are 
now on the other side of that 
door you just kicked open. 


First things first. Kill the 
nuisance up on the crates. 


enemy-free, but does have a 
Weapon Crate with Gas Grenades 
in it. | suggest you gather them. 


"pot par + From here, jump Gabe down to 
Another mink sits in wait around k i АТ A the roof, then run under the 
the corner. Peek out and quickly fhe Aes overhang and hop onto this 
pop him in the head. н aping 20 hove tn heat taci flattened portion of the ledge in 
stained glass window, climb up, the right-hand corner. 


then lower Gabe down the other 
side. 


# Follow the narrow path to the 
g 4 next stained glass window. 
dead-end hallway is the M-79 atk to the edge of the rooftop Break it and head into the 


The reason for being in this 


Grenade Launcher nestled in that 
Weapon Crate. Grab it then head 
back up, over and out. 


and jump up onto the overhang, Па inside. 


If you stay put behind the safety 
of this wall column, you should 
be able to pick off the two 
guards in the room to the right. 
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Now, head to the room on the 
right and board some sort of 
elevator which, hopefully, will 
take us down to the Catacombs 
and the end of the level. 
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INCOMING FROM MARKINSON: 


THE KAZAKHSTAN INCIDENT IS BLOWING UP AT THE STATE DEPARTMENT, AND THE UN COUNCIL IS 
FURIOUS. THE AGENCY IS SHIFTING BLAME TOWARDS NATO COMMAND, OF COURSE. YOU ARE NOW 
AT THE MID-POINT OF RHOEMER’S STRONGHOLD. INTERPOL SCHEMATICS SUGGEST THAT THE 
CATACOMB’S ENTRANCE IS PROBABLY IN THE ROSE CHAPEL. FIND YOUR WAY THERE. 


ALL MISSION OBJECTIVES REMAIN IN FORCE: ELIMINATE PHARCOM’S SCIENTISTS, ADMINISTER 
THE ANTIGEN TO TEST SUBJECTS, AND FIND PHAGAN. 


OBJECTIVE 1: ELIMINATE RHOEMER’S 9 SCIENTISTS 


LIKE THE FIRST PART OF THE STRONGHOLD LEVEL, YOU MUST CONTINUE ON 
WITH YOUR HOUSE CLEANING EFFORTS. THERE ARE NINE MORE SCIENTISTS In 
THIS SECTION OF THE MONASTERY AND THEY'RE GETTING A ВІТ MORE 

AGGRESSIVE. SEE THE MAP FOR THEIR LOCATIONS. 


OBJECTIVE 2: ADMINISTER ANTIGEN TO 4 TEST SUBJECTS 


PRIMARY MISSION OBJECTIVES: 

1: ELIMINATE RHOEMER’S 9 SCIENTISTS 

2: ADMINISTER ANTIGEN TO 4 TEST 
SUBJECTS 


3: FIND SECURITY CARDREYS 


ШАМДА ҮТ IL || ыр 
LABELED ON THE MAP. JUST BE SURE TO CANVAS THE AREA BEFORE YOU SECONDARY OBJECTIVES: 
APPROACH THEM; SOMETIMES THERE ARE GUARDS LYING III WAIT USING THE none 
PATIENTS AS BAIT. 
MISSION PARAMETERS: 
OBJECTIVE 3: FIND SECURITY CARDKEYS 


LIKE BEFORE, YOU'LL FIND THE CARDREYS ON SOME OF THE SCIENTISTS 
THROUGHOUT THE LEVEL. THERE ARE ONLY TWO CARDKEYS TO FIND ОП 
THIS LEVEL, BOTH WITHIN A FEW MINUTES OF PLAYTIME FROM EACH 
OTHER. CHECK THE MAP TO FIND THE APPROXIMATE VICINITY WHERE 
THEY ARE LOCATED. 


OBJECTIVE 4: FIND ENTRANCE TO CATACOMBS 


WE WILL FINALLY MARE IT TO THE CATACOMB ENTRANCE THIS LEVEL. IT’S 
LOCATED ON THE BOTTOM FLOOR OF THE ROSE CHAPEL AND YOU ARE 
GOING TO HAVE TO MAKE YOUR WAY AROUND THE UPPER SECTION, CRASH 
THROUGH fl HUGE STAINED GLASS WINDOW, HEAD DOWN INTO THE 
ee AND THEN BACKTRACK THROUGH SOME TIGHT PASSAGES TO 


1: DO NOT KILL ANY HUMAN TEST SUBJECTS £ ~ 


We start the second part of the 

stronghold with the same mission 

objectives as last level — let’s get 
moving. Head down the ramp and 
a encounter your first guard to the 
eft. 


SCIENTIST #7 
CARDREY 122 


i SCIENTIST #5 
SCIENTIST #6, 


Around the corner, to the left, is a room 
with a test subject wandering around. 
Head in and run to the safety of the 
post in the middle. There’s a guard with 
a in sitting in the window-frame 
above. 


TEST SUBJECT #3 
START 


~ TEST SUBJECT #4 


Administer the antigen and quickly 
turn around — a guard has entered the 
doorway you came in and most likely 
has a bead on you. Take evasive action 
and kill him. When it’s done, grab the 
Shotgun ammo from0 the Weapon 
Crate in the corner. 


ROSE 
CHAPEL 
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ahead. 


Head out of the room and to the right. 

The next room leads to a ramp to the A scientist comes running out from the 
right, which slopes down into a grand end of the walkway. Quickly kill him 
hall. Run down the slope and use the {leaving eight), then take care of the 
columns along the walkway for cover guard who is most likely hiding behind 
from the guard who appears dead the far column. 


The паа ш {һе гатр С Шш n Ы iei PETE A 
A : emptu (unless the scientist didn't come ead back down the walkway ani 
же и! m шт the it to running out). If you choose to go in down the large staircase/ramp into the 
your advantage. fiter Kiting tha there anyway, prepare to be attacked grand hall. The first guard you'll have 


guard, equip the Sniper Rifle, use the 


column for cover and zoom in and pick cereti 
off the guard across the hall. discretion. 
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If he runs, he'll turn a corner into Back in the grand hall, head to‏ 
this tight passageway. There’s the left of the staircase and into‏ 
another guard who's wearing a this corridor. It looks like there's‏ 
Flak Jacket in here a little a lab straight ahead and a test‏ 
further down. Таке them both Subject down the hall to the left.‏ 
out, if possible. If you miss the‏ 

second guard (he runs down the 

passageway), let him go. We'll 

be seeing him again shortly. 


from behind by a guard. Use your to deal with is just around this corner, 


at the foot of the stairs. 


Before we tend to the test 2 
subject, head into the lab. A Break through the glass window 


scientist will come out running. “nto the next room, then climb 
Don’t let him get away. If you the crates to the left. 

miss him, he runs back to where 

you started this level. 


fit the top, Gabe should be able to get 
into this window... 


There are two guards in the room 


below. Crouch down from your vantage 


point above and pick them off 
selectively. 


Head down the ramp and you'll find 
Gabe at the end of the hall where we 
saw that test subject earlier. Inject him 
with the antigen and then head back 
into the grand hall. 


..and then drop down into the lab 
below. There’s a test subject in here. 


The room on the other side of the plate 
glass window has a Weapon Crate with 
Gas Grenades and another stack of 
crates leading up to another window. 
Head on up. 


Jumping down into the room, you'll 
find another scientist running about in 
the lab beyond. It doesn’t look like he 
wants to play nice, especially since 
he’s shooting at you. Take cover. 


You could patiently wait and manually 
target for his head as he runs about in а 
circle trying to Kill you. | personally 
feel it’s more fun to equip the M-79 
Grenade Launcher and send one in 
(make sure you're not next to, or in 
front of, any walls). 


Those stacked crates in the far left 
corner look like you should be able to 
climb them all the way to the railing of 
the balcony above. Go for it. 


The reward for all that climbing is a 
nice view and a Weapon Crate with .45 
ammo inside it. Oh well. 


Head into the passage beyond and stop 
for a quick call to Markinson. It doesn’t 
take a genius to figure out that 
Phagan’s been injecting subjects with 
the virus then sending them to the 
States via the Exposition Center. The 
final test subject is ambling about here 
as well. Objective 2 complete. 
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Before you walk into the next part of 
this huge hall, peek up and above. 
There’s a guard up on that colonnade 
above who probably has a bead on you. 
A little further up above him is a 
chandelier. You know what to do. 


Carefully lower Gabe back over the 

railing and down the way he came, 

then head down that tight passageway 

уте we took оп the first guard down 
ere. 


To the left of the entrance to this area 
P 2 Weapon Crate with a Flak Jacket 
nside. 


There are two guards to deal with 
before we even exit the passage. One 
drops down from the boxes to the left, 
the other is atop the ledge of the wall 
way above. He’s wearing a Flak Jacket. 


If you didn’t catch the second one that 
took off down the passage, he’ll be 
waiting for you around the corner. Lean 
out and shoot him in the head. 


The only other exit out of this hall is 
over these crates in the Northwest 
corner. Lift Gabe up and over. There’s a 
possibility you'll be shot at by a guard 
from behind and above. Another guard 
might appear above the entrance as 
well. It’s up to you if you want to get 
back onto the crates and pick him off. 


Out in this courtyard, you'll find stacks 
of crates everywhere. This large stack 
to the left has a Weapon Crate lying 
next to it which is filled with PR-102 
ammunition. 


die === Mow, head to the end and stop at the 


next high stack of crates. Down the Climb up these crates and stop here, 
next portion of the courtyard, on top of using the last few as cover against the 
If you stay in this area and use the wall һе wall to the left is another guard. guard who’s shooting from the balcony 
for cover, you can equip the Sniper Use your Sniper Rifle again. across the way. 
Rifle and zoom in to pick off the guard 


atop the wall, way at the opposite end 
of the courtyard. 


А, ж 
After you pick him off, climb up поџ run to the end of the fis soon as he sets a foot down i 
the last bit and grab the 6-18 courtyard and climb up the last оп the other side, you'll be ا‎ ачид снаа to 
bullets from the Weapon Crate at stack of crates which will allow attacked by a guard on the wall the right. Take out the left one 
Шш top: Шош Gabe you to pull Gabe up to the to his left... quickly, then use the wall for 
ground. balcony. cover (if need be), and finish off 


the guard on the right. 


At the end, around the corner, you'll 
spy a guard with his back to you Walk to the end of this balcony 
$ looking down to the hall below. Shoot walkway and another guard comes 
If you're badly in need of a Flak Jacket, him in the head. from behind. You'll have to hit him in 
hop up to the next balcony and take the the head as well — he's wearing a Flak 
one that’s in the Weapon Crate here. If Jacket. Be on the lookout for another 
not, don’t go up. Instead, hold off and guard across the hall. 


enter the passage to the right. 


Head across the colonnade to the other 
side of the hall, then take the Flak 
Jacket in the Weapon Crate at the end 
to the right. 


Back outside, hop up to the balcony on 
the right (grab that Flak Jacket if you 
need it), and break through the stained 
glass window. 
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A guard appears below. futo-target 
him and send a shower of bullets his 
way. 


In the middle of the walkway, you can 
lift Gabe over the railing and drop him 
onto the colonnade running through the 
hall. You are actually over the grand 
hall you were in before. 


Now head in the doorway and up the 
ramp to the left and stop about midway 
up. You'll spy a scientist in the room 
ahead. He’s carrying. Use your auto 
target and lob a Gas Grenade his way. 


Besides a weapon, he was also carrying 
а necessary Cardkey. Take it, get the 
checkpoint and head back across the 
colonnade and into the passage from 
where we came. 


There’s a scientist in one of the two 
rooms below. Shoot the chandelier, just 
in case you get lucky and he’s below. If 
not, drop in and shoot him from the 
safety of cover (he’s armed). 


Use the Cardkey in the next room and 
bust open the huge wooden doors. 


Don't run through them just yet. Head the opposite way to the left You'll find Gabe in a laboratory. џуһер you pick up his Cardkey, 


At the end is a gun-wielding int. 
scientist- КА Піт witha shot егетен ДШ 


Peek around the door to the right and you'll encounter another 
and you'll see two guards ready scientist. Kill him and continue 


to fire. Pick them off one at a On. 
time. 


to the head. 


who has entered the room 
behind you. Stay back against 
the left side of the wall and let 
the first Grenade explode 
шы against the other 
side. 


He will probably throw another. Let it 
explode, then peek to the right and 
plug him in the head with your G-18. 
When it’s safe, grab the PR-102 ammo 
in the Weapon Crate, if you need it. 


Take him out with the weapon of your 
choice (why not use the Grenade 
Launcher for maximum effect?), then 
head around the balcony and insert the 
Cardkey to unlock these doors. 


Head back into the hallway and take 
out a few more guards. 


Kick open the left door and you'll alert 
the first of many more guards. Back up 
a bit, use the right-hand door (which 
conveniently stayed closed) for cover 
and pick him off. 


‘Round the corner, you'll be above a 
neu hall with a large, ornate tapestry 
against the West wall. Stop before you 
come out onto the balcony, and hit your 
auto-target button to lock on to the 
enemy behind the stained glass, across 
the way. 


"E 


Next, move in and to the left a bit and 
you should be able to target and pick 
off the goon to the left. If he ducks 
behind the column, let him be for the 
moment. 


ROSE 
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Now, head back in and take care of the 
guard on the left, if you didn’t get him 
the first time. 


5№, 


Peeking around the next corner is а 
guard walking his post. Ok, buh-bye. 


Walk into the room just a few feet past 
the door. Dead ahead, along the right- 
hand path, a scientist will come 
gunning for you. Muster some courage 
and patience, then manually target his 
г and shoot him down as he comes 
at you. 


Head іп a little bit further along the 
right path and another guard appears 
in the left-hand corner, standing on the 
railing. Shoot him down and watch as 
he falls. 


You've probably alerted another Flak 
Jacket-wearing guard who will be 
coming in the room from the doorway 
you just entered. Do a quick turn 
around and pick him off with a head 
shot as quickly as possible. 


Now that the coast is relatively clear, 
collect the booty and head into the next 
passage in the Northwest corner of the 
room. 


Rill him, then rest against the left- 
hand wall before you walk into the 
new area. If you peek around this 
corner, you will see a guard standing 
on an elevated platform in the middle 
of the room (іп front of that huge, 


round stained glass window). Take him 


out, Sniper-style! 


You're now in the Rose Chapel. Make 
your way around the balcony and stop 
to contact Markinson. Down below is 
the entrance to the catacombs, but we 
can’t get safely down from here. Hop 
up on the railing here to get onto the 
platform. 


The Flak Jacket in the Weapon Crate is improvising. 
here because you're probably getting 

hit by that goon below. Hit your a 
target button and cut him down. 


Drop Gabe down to the ground and 
head to the right. As you round the 
corner in this field, a guard follows 
from behind. Turn around and pick 
off with a head shot. 
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Head around the next two 


corners and stop before you head 
back outside. Peek out to the 
right and you'll see a guard atop 
the wall across the way. Use 
your Sniper Rifle to kill him. 


uto- 


ammunition. 


him 


I knew this open field was too 
quiet. Run forward to the column 
straight ahead and pick off the 
monk who’s standing guard over 
the exit. 


Head down the middle platform, 
toward the stained glass window, and Outside, on this deck, you will be 
Gabe shows us his “definition” of attacked by two guards — one on each 


side of you. Take a little evasive action 
and auto-target them (they are not 
wearing Flak Jackets). 


The prize for heading down this way is 
a Weapon Crate filled with K364 Head into the enclosed passage to the 


left and peek around the corner when 
you get to the end. This guard’s easy 
pickins. 


Continue into the next passage — Back outside once again. This 

stopping at the corner to peek time we find ourselves in the 

around and take out the next cathedral’s cemetery. Let’s see if 

guard you come across. we can add a few additions. Kill 
the goon patrolling the grounds 
dead ahead, then equip that M- 
79 Grenade Launcher. 


Run around the corner, through the 
tombstones, and take care of the Now, hit the auto-target button as 
shooter perched atop this arch. soon as the next guard appears on the 
Kaboom! radar. This guy is wearing a Flak 
Jacket and tossing Grenades down at 
you. Don’t stop running and launch 
your own Grenade at him. 


Another guard might show up from 


around the next corner. Be prepared to Round the next couple of corners, 

A take him out too. making sure to peek around each 
Head into the next passage and around before you move. One has two guards 
the corner. From out of nowhere, a down at the end. Lock on and toss a 
pesky scientist comes running at you Gas Grenade to kill both of them in one 
and starts shooting. Plant one in his fell swoop. 


noggin’ — Objective 1 completed. 


..0ne or two on top of the colonnade 

above to the right... ..and a Flak Jacket in the Weapon 

s Crate next to the stacked crates against 
You'll eventually come into the room the right-hand wall. 

with the ornate tapestries on the walls. 

There’s one guard in front of the 

hallway to the left... 


Head down the passage to the left and 
crouch-walk to the first column. 
You're back inside the Rose Chapel. 


Roll from column to column, 
making your way toward the 
end of the room. One more guard 
should appear before you reach 
the doorway at the end. 


„then finish off with the last guard on 
the right-hand side of the room. 


Inside the doorway you can go 
either left or right. Even though 
they both lead to the same place, 
take the right path. 


ox ай 


By the way, those footsteps you hear 
are from a guard coming at you from 
behind. Flip around and pop him one 
square in the head (use the crates to 
the right for cover, if need be). 


Жыш 


At the corner of the next 
doorway, peek out and you'll see 
at least three guards off in the 
distance to the left. Take them 
all out as quickly as possible, 


Now that he’s been eliminated, head 
back toward the first column. There’s a 
guard just around the other side. As 
Soon as you see him, another comes 
from behind. You have the skills. 


А 


Peek out again and take out the 
guard on top of the colonnade... 


then move back behind the 


safety of the wall. 


Now that it’s all clear, take what you 
can carry off of the dead guards and 
head down the stairway in the middle 
to end the level. 


В parting shot for the next level... 
Rhoemer knows you’re here and has 
ordered all prisoners executed, 
including Phagan. 


INCOMING FROM MARKINSON: 


IF THESE CATACOMBS ARE LIKE THE ONES WE SHUT DOWN BENEATH PARIS, THEN RHOEMER IS 
USING A PALM PRINT ACTIVATION SYSTEM FOR SECURITY. YOU WILL HAVE TO FOLLOW ОПЕ OF 
RHOEMER’S GUARDS OR LAB WORKERS TO PHAGAN’S CELL, AND WAIT FOR THEM TO OPEN THE 
CELL DOOR, I NEED PHAGAN ALIVE. 


THE AGENCY HAS BROKEN OFF CONTACT WITH THE STATE DEPARTMENT. DO NOT ACKNOWLEDGE 
ANY COMMUNICATIONS YOU MIGHT RECEIVE FROM OTHER AGENCY MEMBERS. WE ARE RUNNING 
OUT OF TIME. 


one 
PRIMARY MISSION OBJECT! WES: 
1: FIND PHAGAN 


SECONDARY MISSION 
OBJECTIVES: 


2: FOLLOW PHAGAN TO LIAN XING’S CELL 
3: GET LIAN XING OUT OF THE CATACOMBS 


MISSION PARAMETERS: 


1: DO NOT ALLOW PHAGAN TO DIE 
2: DO NOT ALLOW XING TO DIE 


OBJECTIVE 1: FIND PHAGAN 


FINDING PHAGAN IS ESSENTIALLY A FIVE STEP PROCESS INVOLUING STEALTH, 
THE 9MM AND GAS GRENADES. KEEP YOUR DISTANCE FROM THE SCIENTIST 
AND DON'T KILL ANYONE AS LONG AS HE APPEARS ON THE RADAR. ONCE THE 
AREA IS SCIENTIST-FREE, THEN YOU CAN GO FOR THE JUGULAR. ONCE YOU 
FIND HIM. HE WILL MARE GABE A DEAL THAT HE CAN'T REFUSE (1). 


OBJECTIVE 2: FOLLOW PHAGAN TO LIAN XING’S CELL 


PHAGAN MARES YOU A DEAL THAT, IF YOU LET HIM GO FREE, HE WILL TAKE 
YOU TO THE CELL WHERE RHOEMER HAS LIAN LOCKED UP (2). AS OPPOSED 
TO THE STEALTH QUALITY OF OBJECTIVE 1, OBJECTIVE 2 IS AN ALL-OUT 
TURKEY SHOOT. YOU MUST BE CAREFUL NOT TO SHOOT PHAGAN, AS HE 
WILL OFTEN GET IN THE LINE OF FIRE. ESSENTIALLY, YOU WILL WANT TO 
FOLLOW HIM AS HE WINDS AROUND THE CATACOMBS AND DEAL WITH THE 
ENEMIES AS THEY APPEAR. LOOK FOR DEAD-END CORRIDORS TO DUCK 
INTO FOR COVER. ALSO, DON'T LAG BEHIND PHAGAN... IT IS A SURE-FIRE 
WAY TO INVITE MORE MONKS TO THE PARTY! 


OBJECTIVE 3: GET LIAN XING OUT OF THE CATACOMBS 


AT THE COMPLETION OF OBJECTIVE 2, LIAN INFORMS YOU THAT THERE IS 

NO UNIVERSAL VACCINE AND THAT SHE IS INFECTED. IT SOUNDS LIKE 

1 MARKINSON MAY BE A MOLE... BUT WE DON'T YET KNOW THAT FOR SURE. 
THIS CATACOMB ESCAPE WORKS JUST LIRE THE SEARCH, WITH PHAGAN, 

FOR LIAN — WITH THE ADDED BENEFIT OF LIAN ACTUALLY BEING ABLE TO 

DEFEND HERSELF. KEEP CLOSE AND LET LOOSE WITH THE FIRE POWER! 

ШШ ISN'T ALLOWED ТО GO FREE, AS MARA HAS OTHER PLANS 


BEVEL 14; шиш, Uu. 


2: LIAN'S CELL 


EXIT OUT OF тєр P 
PORS 


1: PHAGAN'S CELL 


Equip your 9mm and take care of the 
monk once he stops at the crate. Make 
sure that the scientist is off the radar 
before you let the monk have it. 


Pick up the 9mm ammo in the crate 
next to the monk... 


then follow the scientist down the 
ramp. Duck into the alcove on the right 
(complete with Flak Jacket). 


ПО RECONNAISSANCE AVAILABLE 
SEE ON-SITE HAP 


ee 
After the scientist leaves the area, a ç 
guard will walk toward Gabe. 
Manually target him for a head shot 
| and wait for him to come into view. 
sais lm ite Hh tame He tae Immediately squeeze the trigger. 


Now, get back on the scientist’s trail 

and follow him, straight into the dark 

corridor ahead. Equip the Gas Grenades 

and crouch-walk to the far end of the 

hig, black spot in the middle of the 
oor. 


ч 


manan `— 
Wait for the scientist to clear 


radar, then manually target a 
point between, and just in front 
of, the two guards ahead. Lob 


Run past the two guards and 
straight up the ramp in the 
middle of the next room. At the 


fluto-target him and lob a Gas 


Grenade to finish him off. Now, head down the ramp and 


through the opening to the right. 


the Grenade (from the crouch 
position) and watch them 
succumb, then resume the chase. 


Don’t panic! Stay hidden at the 
corner and wait for the monk to 
come to you. Once he comes 
around the corner, shoot away. 


Ps | H 


top, turn and crouch, then get 
ready for a guard to enter the 
rom from the left, on the lower 
evel. 


A 


Round the corner and head 
straight ahead. The scientist is 
around the corner and has 
opened the door to Phagan’s cell, 
completing Primary Objective 1. 


Around the next corner, you will 
find a monk and our scientist. 


fifter a short and bloody 
intermission, Phagan tells you 
that Lian is still alive and that, if 
you let him go free, he will take 
you to her. Let’s get moving! 


Equip your Shotgun or any other 
powerful weapon at your 
disposal. The monks are a mixed 
bag. Some are wearing Flak 
Jackets and some have no 
protection. 


After a couple of corridor turns, 
you will find a crate with some 
H364 ammo inside. 


Phagan will now head down the 
ramp and back through the 
lower catacombs. 


22 


These intersection encounters 
will occur two more times, then 
you will find Lian’s cell. She 
informs you that there is no 
universal vaccine and she has 
been infected. Could this mean 
that Markinson is the mole? 


Ж cosine BS) 
Just after this, you and Phagan 
will reach a Checkpoint. Just 
past this, you will find yourself 


back in the room with the ramp 
[on the upper mezzanine). 


Eventually, he will lead you into 
another ramp room. Crouch and 
take out the Flak Jacket monk at 
the top of the ramp. 


There really isn’t much in the 
way of positioning or weapons 
strategy up to the first 
Checkpoint. Make sure that Lian 
doesn’t get killed, stay close and 
pick up Flak Jackets dropped by 
the monks who leave them upon 
their departure for the other 
world. 


There are a couple of Flak Jacket 
monks hiding around the corners 
from the opening into the ramp 
am Stay hidden and take them 
out. 


= ر 


Grab his Flak Jacket, if you need 
it, and follow Phagan out of the 
room. Don’t waste time and 
energy on the monks that 
appear, just keep moving. 


Just as you’re coming to the end 
of the Objective, Lian will lead 
you into a green room with three 
monk heads peering above 
crates. Take out all three, turn 
the corner and the end of level is 
yours. 
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Then, equip the Gas Grenades 
and run to the other side of the 
mezzanine. Auto-target the 
monks firing at you from below 
and lob the G6. 


As the next corridor dead-ends 
(there is a Weapon Crate with a 
Flak Jacket at the end), Gabe 
will face two monks — one 
hiding on each side of the T 
intersection. The one on the left 
is just an auto-target away from 
death. The one on the right is 
wearing a Jacket and keeps 
cutting across the intersection. 
Draw him out, then execute the 
ко shot once he runs into the 
clear. 


The action shifts to a brutal cut 
scene that brings Mara back into 
the picture. She executes Phagan 
with a bullet to the back of the 
head and Gabe moves on to the 
next level. 


` ıncomınG FROM LIAN: 


OBJECTIVE 1: FIND AND INTERROGATE ERIKSON 


WELL, IT SEEMS THAT MARA 15 NOW ON OUR SIDE, JOINING THE CAUSE IN OUR 
BATTLE AGAINST RHOEMER. SHE PILOTS THE CHOPPER THAT DROPS GABE INTO 
THIS WAR BETWEEN PHAGAN AND RHOEMER’S MEN. THIS LEVEL IS INTENSE 
AND THE TOUGHEST ONE YET. BUT, FINDING ERIKSON AND THE VIRAL SCANNER 
IS FAIRLY SIMPLE. SEE THE MAP FOR HIS LOCATION (1). YOU MUST TARE CARE 
OF RHOEMER’S MEN DIRECTLY IN FRONT OF YOU AT THE BEGINNING OF THE 
LEVEL (RHOEMER’S MEN ARE THE BLUE ONES, AND PHAGAN’S THE WHITE 
ONES). THEN, TURN TO THE RIGHT AND SPY THE BUILDING DIRECTLY ACROSS 
THE COMPOUND AND SLIGHTLY TO THE RIGHT. IT HAS A LOW ROOF WITH TWO 


И Т И ШКЕТ. Fe 
B UP TO THE ROOF UNDER THE . | Ë а 
GABE WILL COMPLETE THIS OBJECTIVE. AFTER THE CUT SCENE, MAKE SURE | MISSION PARAMETERS: 
YOU SNAG THE VIRAL SCANNER FROM THE CRATE NEXT ТО ERIKSON’S DESK DO NOT KILL ERIKSON BEFORE YOU'VE | 


— YOU CAN'T COMPLETE OBJECTIVE 3, OR THE MISSION, WITHOUT IT. 


OBJECTIVE 2: TURN OFF POWER TO ELECTRIC FENCES 


THIS OBJECTIVE WILL ACTUALLY OCCUR LATER IN THE LEVEL AFTER WE'VE 
TAGGED THE FIRST TWO VIRAL CARRIERS. IN ORDER TO GET TO THE POWER 
SWITCH, YOU MUST FIRST LOCATE WAREHOUSE 36 (2). IN THE BUILDING 
NERT TO ІТ, THROUGH THE OPENING INSIDE, THERE ARE SOME BARRELS IN A 

| CORNER. BLOW THESE BARRELS UP, THEN GABE WILL BE ABLE ТО DROP = 

THROUGH THE HOLE THEY CREATE AND INTO THE TUNNELS BELOW. ONCE 

YOU MAKE IT THROUGH THE MAIN TUNNEL, THERE ARE SOME CRATES OUT | 

IN THE COMPOUND ON THE OTHER SIDE. CLIMB THE CRATES. WHEN YOU GET | 

TO THE TOP, WAIT FOR THE BLUE GUYS TO FINISH OFF THE WHITE GUYS On 

THE OTHER SIDE OF THE FENCE BELOW, THEN SHIMMY ACROSS THE STEEL 

RAIL, TO THE RIGHT. THE POWER SWITCH IS ON THE RIGHT END OF THE 

LEDGE ON THE OTHER SIDE (3). 


OBJECTIVE 3: LOCATE AND TAG 3 VIRAL CARRIERS 
THE FIRST VIRAL CARRIER IS LOCATED HERE, ON THE UPPER FLOOR. JUMP 


RHOEMER’S MEN ARE ATTACKING PHAGAN’S WAREHOUSE DISTRICT IN FORCE. YOU HAVE TO 
GET THE SILO’S MAINFRAME COMPUTERS BEFORE THEY DO. THE AGENCY'S SATELLITES ARE 
DOWN, BUT ARAMOU ASSURES ME THE SILO CAN ONLY BE ACCESSED VIA SERVICE ELEVATORS 
НЫ 76. ERIKSON HAS THE COMPUTER'S ACCESS CODES, SO YOU'LL NEED TO FIND 


THIS WAREHOUSE WAS PHARCOM’S CLEARING HOUSE FOR THE BODIES THEY WERE USING TO 
TRANSPORT THE VIRUS. YOU HAVE TO PLANT BEACONS ON ANY BODIES YOU FIND SO THE 
AGENCY CAN RETRIEVE THEM FOR DISPOSAL AT A LEVEL 5 CONTAINMENT FACILITY. 


PRIMARY MISSION OBJECTIVES: 
1: FIND AND INTERROGATE ERIKSON $ 
2: TURN OFF POWER TO ELECTRIC FENCES 
3: LOCATE AND TAG З VIRAL CARRIERS | | 
4: GET TO WAREHOUSE 76 


SECONDARY OBJECTIVES: 


GOTTEN THE COMPUTER CODES 


Í 


l 


UP AND GRAB THE LEDGE TO THE LEFT OF THE BIG PROPAGANDA POSTER OF A SOLDIER HOLDING A GUN (4). THE SECOND VIRAL CARRIER 15 f 
TO BE FOUND IN WAREHOUSE 38 — GABE MUST BLOW OPEN THE DOORS TO GET INSIDE (5) THE LAST VIRAL CARRIER CAN BE FOUND ON THE 
OTHER SIDE OF THE FENCE THAT SEPARATES THE TWO WARRING FACTIONS BELOW THE POWER SWITCH (OBJECTIVE 2), IN WAREHOUSE 69 


(6). 


OBJECTIVE 4: GET TO WAREHOUSE 76 


THIS OBJECTIVE ISN'T REALLY ACCOMPLISHED IN THIS MISSION. WHAT GABE IS REALLY ATTEMPTING TO DO IS FIND THE BUILDING THAT 
WILL ALLOW HIM A CHANCE TO FIND WH 76 IN THE NEXT MISSION. IN ORDER TO FIND THIS BUILDING, GABE WILL HAVE TO TRAVEL 
THROUGH THE TUNNEL SYSTEM ONCE THE POWER SWITCH HAS BEEN TRIPPED. THIS WILL ALLOW GABE TO OPEN ELECTRICALLY 
CONTROLLED GATES. THERE IS ONE AT THE OPPOSITE END OF THE TUNNEL FROM THE COURTYARD WITH THE POWER SWITCH, AND A 
SECOND JUST TO THE RIGHT OF IT. THE BUILDING IS LOCATED HERE (7). 


VIRAL CARRIER #3 
EXIT TO WAREHOUSE 76 | us WAREHOUSE 69 | 


t 


4: PROPAGANDA POSTER 


VIRAL CARRIER #1 
ھک‎ 


2: WAREHOUSE 36 


Wy, Илина == инсои шосе 


We begin by taking out two of 
ga men directly in front of 
abe. 


You will immediately go to a cut scene 


Avoid enemy fire by running directly for of Gabe interrogating fri ¿ha 
е Т gating Erikson. After it is 
a position helow the аг and over, take the Viral Scanner out of the 
lass nat o inside crate next to the desk, then head back 
9 9 I out onto the roof through the same 


window. Note: If you should die before 
reaching the next Checkpoint, you will 
restart in this room, but you won't have 
the Viral Scanner. Make sure you grab it 
again. Do this until you make it safely to 
Checkpoint #2. 


You will probably encounter 
enemy fire. Don’t deal with any 
of them unless they are directly 
in front of you or | tell you to. 
This is a good rule of thumb for 


the remainder of the level. Go throu t 
Additional waves of soldiers will adjacent dark room. Climb up the 


gh the door into the 


Now, turn slightly to the right and 
head toward the building with the low 
roof and two second floor windows. 
Erikson is behind the windows. 


Now, run straight ahead so that the big 
steel bin crate is on Gabe’s left — this 
should provide some temporary 
protection. Stop when you get to the end 
of the bin and peek out to the left. That’s 
Warehouse 13. 


Exit out the back window of this 
building and head straight 


always replace the ones you crates and go through the From here, head straight toward toward ШН 23. Kick open the 
have killed, so you only want to Window to snag the M-79 another wood building with a doors and go inside — a Biz-2 is 
deal with the ones that represent Grenade Launcher on the roof well-lit interior. This one is just “the prize. 

immediate danger. Stay focused outside. You can (and should) in front of Warehouse 23 on the 

and shoot the barrels under the hop up onto the roof from the map and has some Grenades in it. 


window at ШН 13 then climb in. right side and drop down to the 
compound below. 


4 ШАБЫ Ер 


Equip the Biz-2 and head 
straight out the doors. You will 
see an angled wall ahead in the 


Climb up through the window. To 
the left is a room with a bunch of 


Now things are getting nasty. 
Blow out the window behind the 


The scanner will tell you when it Crates containing UC #1, then 


distance. This building is directly — crates in it. It’s time to equip the is ready for Gabe to plant the shoot the three blue guys on the 


across from WH 13. Follow the Viral Scanner and find Viral roof. 
building around to the left and  Саггіег #1. Call up the scanner те pbc ы 
climb up to the second floor, just with the L1 button, then set the 


iddle of them. Hit the 
to the left of the big poster of the sights on the body. ш ” 
soldier holding а бип. Triangle” button to drop the 


Beacon and gain Checkpoint #2. 


22: 


Without hesitation, jump up | Head straight out, then to the left 
ШО! ыш am roll to ne straight | Warehouse 38. (don’t head down into that 

e ground below. Take an е doors are blocked, so you i tunnel), and you will find 
immediate right and blow away will have to equip the M-79 to еу stla Carmien me tart Warehouse 36. Kick open the 


the white soldiers that get in blow them open. You can also aes and qo inside, 
your way. climb ш through the window to into the compound. 0 
e left. 


Head through the next opening in 
me шш an R the rignt, i nner теи ү tie ре Я * toward the main tunnel, a couple 
ose barrels in the corner of the оог, head out of the first area, i of the white guys will show up... 

next building? Blow them up. over the crates, and take a right Ht Halal a and blow them ашау, But, be 
This will reveal an opening inthe at the first intersection. around down here. A couple of careful... sometimes a third guy 
floor. Drop down to the tunnels white soldiers will come running “Will sneak up from behind, just 
below. out of the next tunnel on your as you make it back to the corner 

right. Leave them alone for now а! the main tunnel. 

and head down the tunnel they 

came out of. There is а K364 at 

the end of it. 


Now, as you move back out 


100 4 


— = 


More than likely, you have very little 
health at this point since there have 
been no Flak Jackets to be found. This 
next sequence of events will be critical. 
Once you exit the tunnel, turn to the left 
and climb the crates. Don’t wander 
around... there’s a war going on, you 
know! 


Now, turn to the right and you 
will find the Power Switch and 
Checkpoint #3 at the end of the 
ledge. But the fun is only 
beginning! 


Make sure you don’t kill the blue 
guys. In this particular case, they 
are your friends. Now, head to 
the other end of the ledge and 
climb down (Gabe will die if he 
tries to drop or roll). Again, the 


Once you've disposed of them, peer 
' around the corner and fire at the 
barrels next to the blue guys ahead. 
This will clear the area. 


At the top, you will see a steel rail at the 
end of the large steel crate that Gabe 
finds himself atop of. Stay in the 
crouch-walk position and don’t jump up 
to grab the rail until the blue guys have 
wiped out the white guys on the other 
side of the fence below. 


key to making it through this bit buildings to the right. 
unscathed is to wait for the 

skirmish to start up again then 

lower Gabe to the ground. 


5: ALM 
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fis a defensive maneuver, 
immediately roll as you drop to 
the crate below and run as fast 
as you can down the small 
corridor between the two 


Now, move past the dead blue guys 
and straight out of the tunnel. It’s time 
for more fun! 


Once the area is safe, jump up and grab 
the rail, then shimmy to the ledge on the 
right. Notice that you move unnoticed by 
the blue guys below. Cool! 


Blow away any white guys that 
may cross your path, turn the 
corner to the left and head 
straight past the next building on 
the right (Warehouse 69)... 


„aNd up the ramp and into 
Warehouse 72. Finally! A Flak 
Jacket can be found in the corner 
of this warehouse. 


Since you’ve shut down the 
power, you now can go through 
any electric fences with gates. 
Let’s do that, shall we? Head out 
of WH 69 and straight toward 
the fence that separated the blue 
and white guys as Gabe was 
doing the shimmy thing across 
that steel rail. 


Up ahead, you will encounter 
two white guards who engage in 
a firefight with three blue 
guards. The white guys are 
quickly disposed of by the Flak 
Jacket-wearing blue. Duck into 
the alcove on the right to 
manually target the leftovers 
and selectively pick them off. 


Now, head back out of WH 72 
and into WH 69. You will need to 
lob a Grenade or use the M-79 to 
open the doors (you could climb 
through the window, but this is 
the easier path). 


WMI 


Stay to the right as you head 
toward the fence the gate is on 
this side. Gabe may encounter a 
little resistance so use the 
heaviest fire power you've got. 
Rick that gate open! 


Take a right down the tunnel 


next to the dead blue guards and 
get ready to encounter one more 


guard up top. 


ы 


Once inside, three white guys 
will come running for Gabe. Stay 
back and use a Grenade or the 
M-79 to do them іп. 


Now, head back into the tunnel. 
The tunnels are now trouble free. 
Head straight through the main 
tunnel and kick open the gate at 
the other end. 


This one is a moving target with 
a Flak Jacket. If you've got the 
M-79 or a Grenade, auto target 
him and let it fly. (Make sure you 
keep your distance!) 


The last of the three Viral 
Carriers will be found in here as 
well as Checkpoint #4. 


An immediate right will take 
Gabe to the next gate. Go through 
it and get ready for some good 
gun play. 
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We're almost there. Now, take a 
left and find the building with 
two second floor windows and a 
roof to be climbed and go inside. 
While this isn’t Warehouse 76 
(that will come in the next 
mission), it is the next best 
thing... the level exit and a save 
game point. 


‚ KAZAKSTAN 


INCOMING FROM LIAN: 


1 STILL CAN'T CONTACT MARKINSON BUT I'VE HACKED INTO THE AGENCY’S EUROPEAN COMPUTER 
SYSTEM. BAD NEWS... YOU'RE PROBABLY GOING UP AGAINST PHARCOM’S ELITE GUARDS, 
EXTREMELY WELL TRAINED AND ARMED. EVEN RHOEMER’S MEN HAVEN'T BROREN THROUGH 
THEIR PERIMETER YET. 


AVOID ANY DIRECT FIRE FIGHTS IF YOU CAN. WAREHOUSE 76 SHOULD BE SOUTH OF YOUR 
PRESENT POSITION. WHERE THE HELL IS OUR AGENCY BACKUP? NATO THINKS A CIVIL WAR IS 
BREAKING OUT, BUT WE'RE GETTING NO SUPPORT. 


OBJECTIVE 1: LOCATE AND TAG 3 VIRAL CARRIERS 


IT’S BEGINNING TO LOOK LIRE WE'VE BEEN SET UP. MARKINSON IS NOWHERE 
TO BE FOUND AND NATO THINKS THAT A CIVIL WAR IS BREWING. ALL 
COMMUNICATION HAS BEEN LOST AND IT LOOKS LIKE WE'VE BEEN LEFT FOR 
DEAD. WELL, WE'RE NOT GOING DOWN THAT EASY. THE FIRST VIRAL CARRIER 
CAN BE FOUND IN WAREHOUSE 82, ACCESSED VIA A ROOF CLIMB AND A ~ 
WINDOW DROP. (1) THE SECOND VIRAL CARRIER IS IN WAREHOUSE 74. (2) THE 
TRICK HERE IS TO MAKE SURE YOU AVOID THE TWO GUARDS THAT COME 
LOOKING FOR YOU AFTER YOU SET THE BEACON. VIRAL CARRIER 3 CAN BE 
FOUND IN A CRATE THAT LIES IN FRONT OF THE EXIT TO THE TUNNELS THAT 
WILL TAKE YOU OUT OF THIS LEVEL. (3) TO GET TO THIS AREA OF THE 
COMPOUND, YOU'LL HAVE TO MAKE YOUR WAY INTO THIS BUILDING. (4) 
ONCE INSIDE, YOU HAVE TO GET ON THE MEZZANINE, CLIMB THE CRATES TO 
THE ROOF, TAKE OUT THE TWO GUARDS ACROSS THE WAY, THEN WALK 
ACROSS THE THIN RAIL TO THE OTHER SIDE. ONCE ON THE OTHER SIDE, IT’S 
TWO ROOF DROPS TO THE UC #3 CRATE. 


OBJECTIVE 2: GET TO WAREHOUSE 76 


IF YOU FOLLOW THE PATH OF TRAVEL THAT | JUST DESCRIBED IN 
OBJECTIVE #2, GABE WILL BE POSITIONED IN FRONT OF A TUNNEL. (5) HEAD 
THROUGH THE TUNNEL UNTIL YOU COME TO THE FIRST TUNNEL BRANCH ON 
THE LEFT SIDE. TARE IT UNTIL IT DEAD-ENDS AND YOU WILL FIND A RAMP 
ТИ LEADS BACK OUTSIDE. WAREHOUSE 76 IS ON THE OTHER SIDE OF THE 
TANKS. 


PRIMARY MISSION OBJECTIVES: 


1: LOCATE AND TAG 3 VIRAL CARRIERS 
2: GET TO WAREHOUSE 76 


SECONDARY OBJECTIVES: 
none 


MISSION PARAMETERS: ° 


тти 
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4: TWO-STORY BUILDING 3: VIRAL CARRIER #3 | 


2: WAREHOUSE 74 B= SPS 
VIRAL CARRIER 12 “qe 


Before you drop down into the hole in 
this room, snag the Flak Jacket in the 
corner (if you need it), then head on 
down into the tunnel and outside. 


1: WAREHOUSE 82 | 
VIRAL CARRIER #126 


"5; TUNNEL ENTRANCE! 
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Once outside, ignore the snipers onthe ве prepared; there’s a guard inside. For 
roof directly above and head for the most part, the guards on this level 
Warehouse 87 (it’s to your left), are all wearing Flak Jackets, so you're 
especially if you need Sniper Rifle going to have to hide and manually 
ammunition. target — unless you have one of the 


Flak Jacket-shredding weapons. Take 
him out and collect the Sniper Rifle 
ammo in the corner. 
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i i While you're here, you might as well 
йиш, headoutside ond across Way use the Sniper Rifle from inside the 


| Ар enako. doorway to pick off the two Snipers on 
him off, turn around and pick off the ће roof above. Just for kicks! 
one who likely has come from behind. 


Take out the guard outdoors, then 


climb the crates. At the top, take the two guards out 
through the window. 


Behind the large steel crate in the 
corner of this Warehouse 85 is a small 
corridor to the next area. 


Now, exit through the ground floor 

opening to WH 82 and head to the left. Move Gabe to the right corner of this 
ES 4 At the building with the two second building and get ready to head shot the 
Climb in and activate your Viral floor windows and a first floor door, two guards off in the distance. 
Scanner. Viral Carrier #1 is in this room the lights are on inside... looks like 

(Warehouse 82), as is Checkpoint #1. somebody’s home. 


Around the next corner is a 
guard standing on the other side 
of a fence. He has his back 
turned to Gabe. Might as well off 
him... he could be trouble later. 


fifter taking care of the guard, 
turn to the right and head 
toward Warehouse 74. Before we 
goin, climb up the crates to the 
right of the entrance then jump 


and grab the ledge above. Now, 
just shimmy Gabe to the left and 
over the fence into the enclosed 
area below. Here, you'll find а 
Weapon Crate with an M-79. 


Joy! 


fifter tagging the carrier, a 
couple of gnarly guards will 
come in and hunt Gabe down. 


Use the crates in here to your 
advantage and do your job. 


Equip your best weapon (preferably a 
Grenade or the M-79); there's going to 
be trouble on the roof above. From the 
highest crate, Gabe should be able to 
get on the roof through this opening. 


Now, go back outside, turn to the 
left and head toward the back 
side of the well-lit building. 
Climb up on the low roof. 


floor below. 
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Immediately auto target the two bad 
guys across the way and let fly. They 
are both wearing Flak Jackets so if you 
don't have an M-79 or Grenades, you 
are going to have to pull off head shots, 
and fast! Take cover behind this thin 
rail for a little protection. 


fifter the brief altercation with 
the two guards, hop back over 
and head into Warehouse 74. 


There is a lone guard inside the 
building. Plug him through the 
window and drop down to the 


Viral Carrier #2 is in here. (A 
Biz-2 is also in here... If you 
need it, make sure you pick it up 
BEFORE you tag UC #2). 


Now, pull Gabe up on the 
mezzanine above and climb the 
crates. 


After taking care of them, climb up on 
the rail and run across to the other side. 
There are some Grenades right next to 
the rail when you drop down (sure, 
NOW they give ‘em to us). 
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Then, activate the Viral Scanner and 
tag Viral Carrier #3 (in the box near 


where you landed). 


$ 
k 
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When you get to these three crates, 
shoot the barrels ahead to kill the 
guard hiding behind them. 


OK, pull out the Combat Shotgun... it’s 
time to do some head hunting! Enter 


After killing him, another guard will 
come running toward Gabe. Duck into 
ш alcove on the right and pick him 
off. 


Gabe will immediately come into 


+ Walk to the edge of the roof and drop n а i 
, down, then take a right and run to contact with two guards patrolling 


the area. Hill them from your 


| this corner of the roof. Hang and drop n i 
Gabe onto this crate. relatively safe vantage point. 


The tunnel is loaded with Flak Jacket 
guys that come running at you. To stay 
alive, you will have to find cover 
anywhere you can, then quickly target 
your enemy and squeeze the trigger 
when in range. Again, don’t panic! Even 
though they are running at you, you 
have time to get a good look at them 
and set up your shot. 


Z 


As you move toward the next set of 
crates, protecting the alcove on the 
left, another guard will come running 
toward you... boom! 


After you take care of them,headdown "у 
their tunnel. You could keep going The first alcove on the left contains 


1 ë straight, but there's only trouble if you Combat Shotgun ammo... 
Once he’s gone, run and roll past the head that way. | КУ — VT pol 
crates and snag his Flak Jacket. Then, bibl iid 
turn and peek around the crates to pick PEPE 
off two more guys. Herd 


Third alcove... one guard. 


The next one will come running out 

> before you can reach the safety of the 
The next alcove provides protection next alcove. You will have to take him 
against the two guards up ahead. where he stands. 


Up ahead is the tunnel exit to the left. 


Don’t slow down; there is a guard From the look of things, we’ve gone 3 
lobbing grenades from above as you from out of the frying pan and into the 
When you arrive at the alcove, two or enter the compound. Veer to the left, fire. 
three more guys will come at you from through the tanks, and head straight 
the tunnel to the left. Take care of for Warehouse 76. 


them, then head down their tunnel. 


1, KAZAKESTAN == PEARCOM ELTI 


VEL 177077 KAZAKHSTAN 
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INCOMING FROM LIAN: 


THE ENTIRE WAREHOUSE DISTRICT IS GOING UP IN FLAMES. YOU HAVE TO FIND THE FREIGHT 
ELEVATOR BEFORE WAREHOUSE 76 COLLAPSES AROUND YOU. ARAMOU SAYS IT’S LOCATED INTHE 
SOUTHEAST CORNER OF THE BUILDING. YOU DON'T HAVE MUCH TIME. 


PUE DONE A SPOT ANALYSIS OF THE SERUM THAT MARKINSON WAS HAVING YOU ADMINISTER TO 
THE TEST SUBJECTS ІП RHOEMER’S STRONGHOLD. GABE, IT WASNT A VACCINE. IT WAS SOME 
FORM OF CONCENTRATED POTASSIUM CHLORIDE USED IN LETHAL INJECTIONS. MARKINSON WAS 
HAVING YOU KILL THOSE MEN. 


OBJECTIVE 1: GET TO FREIGHT ELEVATOR 
NO QUESTION ABOUT IT; WE'VE BEEN SCREWED. MARKINSON HAD GABE 7 PRIMARY mission OBJECTIVES: 


“UNKNOWINGLY KILL THE TEST SUBJECTS AND NOW HE'S GONE. IN THE = -GET TO FREIGHT ELEVATOR 


MEANTIME, THE WHOLE PLACE IS IN FLAMES AND WE'VE GOT TO FIND A : 
CLEAR PATH OUT OF HERE. THE FREIGHT ELEVATOR IS LOCATED HERE. (IN |; SECONDARY mission 


ORDER TO GET T0 IT, YOU HAVE TO FOLLOW THE WALK-THROUGH — THERE IS 
NO SHORTER SHORT CUT! | OBJECTIVES: 


° none 


MISSION PARAMETERS: 


1: GET OUT BEFORE THE BUILDING 
COLLAPSES 1115 MINUTES 


1: EXIT TO FRIEGHT ELEVATOR 
/ 


/ 


= 
Then, stay to the right and head into 


Warehouse 76. Move into the next room and hide to 
the left of the opening. Pick off the 
Begin by climbing up here, next to the sniper as you peak around the corner, 
ramp, and snagging the Flak Jacket. then head into the room. 


pli, KAZEKESTAN == 


FREIGHT 
ELEVATOR 


„aNd roll through the small opening at 
the base of the wall. 


Take a breather for a sec. While this 
walkway is solid, it falls apart in the 
next room. Prepare yourself for a mad 
dash across, as the platform collapses 
beneath your feet. When you get in the 
middle, hit the target button and start 
shooting while continuing to run. 
There’s a guard waiting at the finish. 


A rd vil мор үе Gape qop س‎ — nal 

+ outside. Take him out with a well- i 
placed shot to the barrels he's standing Sires bed to the platform that the 
next to. You'll find some Sniper Rifle ар 
ammo out there when the smoke 
clears. 


„then climb the crates and get up onto 
the steel catwalk above. 

In the next room, drop down between 

the flames... 


Now, hang and drop to the room below. 
There are three different rooms that 
Gabe can get to from this room, each 
with a couple of bad guys that must be 
silenced. This entire area is a bit of a 
turkey shoot and everybody’s wearing 
Flak. So let it fly! 


The other ramped entrance room 


; o g 
contains a Flak Jacket. find the third no-ramp, room leads 
straight to апоїћеггоот that contains 
One room with a ramped entrance a Combat Shotgun. 
contains the Ві2-2. : 
o 


Head up and ouer the crates and a 
guard on fire will come running toward Then, climb up the crates on the left, up 
Gabe... put him out of his misery. to the steel platform. 


Leave this room and take а left to reach о 


Checkpoint #1 in the next room. 


The next room has two openings in it. ° 
The one to the left presents Gabe with Ignore the other opening; the room is 
Е three guards оп top of a wall. Quickly consumed by fire and the guard inside 
Next, take care of the Shotgun-toting shoot the barrels below them to take is not worth the effort. Instead, head o 
guy below before dropping back to the care of business. forward into the room where you just 
ground on the other side of the flames. blew up the barrels and take a left into 


the next room. 


° 
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FREIGHT 
ELEVATOR 


, Now, climb up these wood crates to the 
. Steel platform above... then roll through the small opening at 
the base of the wall. 


This catwalk leads into the next room 

and begins collapsing once you move Now, hang and drop from the catwalk 
1 onto it. Run around to the end of it and and make your way to the big hole in 

Two guards will attack in here; one safety. the ground. This is the Freight Elevator 

below and one from the catwalk above. pit. 

Take them both out, then climb up to 

the catwalk. 


е аваны 


The elevator comes up and баре goes 
і down to complete the mission. What 


next? 


Problem: There is no elevator. Simple 
enough: Turn to the left and shoot the 
switch between the flames. 


| LEVEL 17; ALATI, KAZAVESTTAN om | 
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LEVEL 18/0", KAZAKESTAN 


INCOMING FROM LIAN: 


ACCORDING ТО ARAMOU, THE SILO’S ENTRANCE IS DOWN THERE SOMEWHERE. SHE SAYS TO 
FOLLOW THE MAIN TUNNEL. IT DEAD-ENDS AT THE SILO ELEVATOR BUT, BECAUSE OF THE FIRE 
ABOVE, SOME ELEVATORS MAY BE OFF-LINE. 


I'M PICKING UP FRANTIC RADIO TRAFFIC FROM NATO COMMAND, BUT І STILL CAN'T CONTACT 
ANYONE WITHIN THE AGENCY. 


OBJECTIVE 1: FIND MISSILE SILO 


WE WON'T ACTUALLY ACCOMPLISH-THIS OBJECTIVE UNTIL THE NEXT MISSION. 
BY FINISHING OBJECTIVE 112, GABE FINISHES THIS MISSION AND ши. 
ATTEMPT TO FIND THE MISSILE SILO III MISSION 19. 


PRIMARY MISSION OBJECTIVES: 
1: FIND MISSILE SILO 


OBJECTIVE 2: SHUT DOWN POWER ROOM Š SECONDARY MISSION 
PCO CHEM HUE ACO ШЕШИП, |g oa 

NTIL GABE RE-ROUTES POWE VE 13), є 
ALLOWING ACCESS TO THE FINAL PART OF THE CAVE. — Е р 


OBJECTIVE 3: RE-ROUTE POWER ТО ELEVATOR 


THE ELEVATOR ROOM 15 LOCATED HERE (2). IN ORDER TO USE THE 
ELEVATOR, GABE MUST CLIMB A TALL STACK OF CRATES, TO THE RIGHT OF 
THE ELEVATOR CONTROL PANEL, AND FIND THE POWER RELAY SWITCH AT 
THE END OF THE TUNNEL ABOVE (3). 


MISSION PARAMETERS: 
ПОПЕ 


еура N 
КЕБ 


3: POWER RELAY SWITCH 73 


Begin by taking out the three guys that 
immediately attack with head shots. 
Take the Flak Jacket in the crate next 
to Gabe and move forward. A word of 
caution: All of the guards in this level 
are wearing FJs, some are tossing 
Grenades and they tend to move in 
Groups. If you take a lot of damage in 
an area, don’t hesitate to back-track 
and pickup a FJ that you might not 
have needed earlier. 


Just after the first bridge, you will 
encounter two guards; the one to the 
left is a Grenade tosser. Take care of 
him first. If you can’t get a quick bead 
on his head, run forward a little. This 
will take you out of harm’s way. 


=> SILO ACCESS TUN 


LN 2 ELEVATOR ROOM 


fis you approach the laser fence, Lian 
will contact Gabe and give him a new 
Objective: Shut Down the Power Room. 
You gladly accept, turn to the right and ` 
hop up into the next tunnel. 
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NO RECONNAISSANCE AVAILABLE жеме э 


SEE ON-SITE MAP н ا‎ 
EAS 


| | Inthis tunnel, you will have to take out 
] + One guard before you reach the first 
, bridge. He will try and run away from 
|! — hunt him down like the dog that 
е is. 


In this tunnel, you will run into a 


Keep crossing bridges and kill the 
grenade thrower. Eventually, you will 
come to a dead-end. We are going to 
have to back-track to the first bridge 
in this tunnel. But it was worth it; 
Gabe’s prize is a K364 in the dark, 
dead-end area (you will have to use 
the flashlight to find it). 


Return to the first bridge in this tunnel. 
Now, look around and find the crates 
next to the bridge and below. Drop 
down to the crates and the lower 
tunnel. 


You should encounter one other 
grenade thrower just before the tall 
stack of crates on the right. 


couple of guards who will run from you 
then setup in attack position. Hug the 
walls for protection and take them out 
when you get a chance. At least one of 
these guys will be carrying a Biz-2 and 
that will come in handy, thank you 
very much. 


Past the tall stack of crates, there will 
be a grenade thrower in the tunnel 
above. Another guy will attack from 
the bridge above. Climb to the top 
crate... 


< 
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Now, climb all the way out. Get ready 
to do some more bridge crossing and 
guard shooting. Should you need it, 
there is a Flak Jacket in an alcove just 
after the first bridge. 


„пеп take care of both of them from 
your safe vantage point. 


Just ahead is a dark room (activate the 
flashlight), with a number of crates, 
some steel beams, an elevator and an 
elevator control panel. All of these will 
become important in the very near 
future. Lian will contact Gabe to tell 
him that in order to use the elevator 
(and continue on toward the Missile 
Silo), he must first Re-route the Power 
to the Elevator (Objective #3). 


Walk across the steel beam and you 
will find a crate with the M-79 in an 
alcove. 


In this red tunnel, Gabe will have a 
brief moment of peace and quiet. 


Before we embark on that task, we 
need to snag a M-79. Jump onto the 
stack of crates to the right... 


fis soon as you do, two guards will 

enter the room below. No Grenades, but 

you will need to target them quickly 

and pop their heads. Make sure you 
йи! use the M-79... we will need it 
ater. 


The tunnel leads to the room with the 
Power Relay Switch. Throw it to 
achieve Checkpoint #1. 


then up to the steel beam above. 


Now, drop back down into the room, 
claim the FJs and ammo, then turn and 
climb up the tall stack of crates to the 
right of the Elevator Control Panel and 
the bridge. Another guard will attack. 


Now, equip the M-79 and head back 
through the tunnel with the red lights. 


NO RECONNAISSANCE AVAILABLE 
SEE ON-SITE MAP 


| | ft ime end, ere nh drop beet down 
' + onto the crates and the room below, 
, auto target the guard straight ahead шкы ШЕ ТГ 


| and below. If you don't, he will launch Г 
а z pepe рр отт тзт s a Grenade Gabe’s way and ruin your ка ера. will make quick work 


day. 


i Down in the next tunnel, you will 
ee t control a and ht encounter three guards standing next 
Now, hang and drop to the crates and tunnel below to each other. If you don’t have any M- 
the floor of the elevator area. Two А 79 атто left, you'll need to deal out 
more guards will attack. three quick head shots. 


=R 26 


Hit the Elevator Call Switch at the end 


SS ey Күң and ride it up to the next area. Up in the next tunnel, Gabe will find 
2 another elevator. It is of no use, yet. 
В second group of three are just ahead, You can take it down, but there is 
next to the alcove that leads to the next nothing down there (maybe Mission 
tunnel. Kill them and head up and in. 192). 


ex! ч 


а Sy 
К: 3 То the left is danger. If you head in that ka 
Tas: ч direction, Gabe will trigger a cave-in. Instead, head over the bridge and the 
j FET bs You can get out of it, as it affects only one after it. 
Instead, turn on the flashlight, head in ‘the one section... but You'll have to be | 
the opposite direction and Gabe wil - quick about it. „Буг 
arrive in another tunnel with a steel А 
bridge right infront of him. 


There are three Control Panels that 
must be tripped in this room: one at the 
Я top of the steel ramp and two right 
It won't take long for a last group of 3 next to the entrance to the room. 


guards to spot Gabe. Take care of them, Throw all three and you've finished the 
then head into the Power Room. level. 


All hell is about to break loose... again! 


TAN == S 
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‘INCOMING FROM LIAN: 


THE ENTIRE POWER GRID TO THE TUNNELS IS NOW OFF-LINE, SO THE LASER FIELDS SHOULD BE 
GONE. THE SILO HAS ITS OWN POWER SUPPLY, SO YOU SHOULD STILL BE ABLE TO ACCESS THE 
MAINFRAME COMPUTERS AND DOWNLOAD PHARCOM’S DNA SEQUENCING DATA. 


YOU SHOULD HAVE A CLEAR LINE TO THE SILO FROM THERE, IF YOU CAN FIND A WAY OUT OF THAT 
POWER ROOM. AND GABE, YOU'RE STILL OUT-NUMBERED BY RHOEMER’S MEN. MAYBE YOU CAN 
USE THE BLACKOUT TO YOUR ADUANTAGE. 


OBJECTIVE 1: FIND MISSILE SILO PRIMARY MISSION OBJECTIVES: 


ass ы ECS ce 

DOOR (1), ALLOW! W. THE LEVEL IS Е 

PLAYED OUT COMPLETELY ІП THE DARK AND ALMOST EXCLUSIVELY WITHTHE | | SECONDARY MISSION 

NIGHTUISION RIFLE. THERE ARE A TOTAL OF 17 GUARDS WHO MUST BE OBJECTIVES: 

KILLED, ALL WITH HEAD SHOTS. IT’S ALL ABOUT STEALTH HERE. ANY SIGNOF | 

YOU, WHETHER IT BE FROM GUN FIRE OR GABE’S FLASHLIGHT, WILLTIPTHE | | ПОПЕ 

GUARDS OFF IN THE IMMEDIATE 10Ү AND Hey шц [КЕ ON GABE Ë 

WITH A VENGEANCE. MOVE SLOWL OIT GIVE й š 

YOUR POSITION AWAY. IT IS BETTER TO CRAWL IN THE DARK, USING YOUR | MISSION PARAMETERS: 
ENEMY RADAR AS A COMPASS, THAN TO GIVE GABE’S POSITION AWAY AND 

INVITE ENEMY FIRE. 


PLEVEL 19; ADETI, КЕДЕ 


1: ELEVATOR DOOR / 
EXIT TO MISSILE SILO 


к $ From this beam, look around to find the 
ее 5 š location of the next lower beam and Now, activate the Flashlight, position 


drop to it. Gabe over the next lower beam, hang 
We begin at the elevator shaft and and drop. Then, once more to the next. 
must find a way down. Avoid the fire find finally, drop to the tunnel below 
by going around the right side of the and Checkpoint #1. 


shaft, to the back side, and hang and 
drop to the first steel beam below. 


= EL zO 101 
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ПО RECONNAISSANCE RURILABLE 
SEE ON-SITE MAP 


oe oer a 


After snagging the NR, make 
sure that your Flashlight is off; it 
will give your position away and 
Gabe will be dead... pronto! 
Guard #1 will appear on the 
radar. He is patrolling left to 
right and won't see you. Take 
him out! 


10 


Guards #5-6 are walking toward 


Gabe, shoulder to shoulder. Gabe 
has to run down the tunnel for a 
little stretch since it begins to 

ramp down. Picking off the first 
guard is relatively easy. Nailing 


ДЕМО, 


| Just in front of Gabe are a Flak Jacket 
(probably don’t need it) and a 
Nightvision Rifle (gotta have it). Things 
‚ are about to get very dark down here 

= and the Nightvision Rifle is required 


- equipment. 
7 
йб 2 і 
€ 
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Guard #2 is just ahead. He is 
walking away from Gabe, so feel 
free to run up behind him to а 
closer position. This will have 
the added benefit of getting him 
to stop walking, making head 
shot targeting that much easier. 


right... another easy one. 


Now, turn on the Flashlight and 
walk forward carefully. As Gabe 
approaches the second set of 


Guard #3 is patrolling left to 


ARMOR, 


aea 


From this point to the end of the level, 
you are going to want to proceed 
Cautiously. Untess | tell you otherwise, 
keep ап eue оп the radar for distant 
enemies to appear. Only walk in short 
bursts of two to three steps at a time 
and pull out the Nightvision Rifle and 
use the scope. There are a total of 17 
enemies that Gabe will have to kill 
with head shots between Checkpoint #1 
and the level exit. Let’s get busy! 


ae You will have to walk carefully 


when approaching Guard #4. He 
is walking toward Gabe and you 
will only have a few seconds to 
target him and pull the trigger 
before he comes running at 
Gabe... making the job that much 
tougher. A good technique here 
is to make sure your rifle scope is 
in the minimum zoom position. It 
will allow you to quickly target 
the guard’s body, then zoom in 
for the head shot. 


the second is a little bit more 
difficult, as he will crouch and 
go into attack mode. Well- 
developed targeting skills are all 
that will save Gabe here. Try 
taking out the guy in the back 
first. 


Crouch-walk close to the right 
edge of the pit just in front of 
Gabe and get a bead on Guard #7 
patrolling below. Manually 
target the poor stiff and send 
him to the other side. 


wood beams supporting this area 
of the tunnel, turn off the 
Flashlight and equip the Combat 
Shotgun (one of the previous 
guards dropped it). 


Hang and drop to the lower 
tunnel, re-equip the Nightvision 
Rifle and proceed. 


Guard #8 is patrolling just ahead. 


He is above Gabe and standing 
still. Snuff him out — like иша 
candy from a as 


Equip the flashlight and head 
toward #8. You will find that he 


_ Ës standing on a steel structure 

[or was, if the Guard moved). 

` Climb up the structure, turning 

` off your Flashlight and lil ا‎ 
- “the Nightvision Rifle as 

| ер ш into the tunnel above. 
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Guard #11 is a simple standing 
target, dead ahead. When you 

- toast him, he will fall into a pit 
just ahead. 


Turn the Flashlight back on and 
find bridge #3. Once Gabe is 
properly aligned, equip the NR. 
There is trouble up ahead. 
Guards #14-16 are grouped 
together, sharing their final 
thoughts on this planet. In order 
to keep #17 quiet, you have to 
pick off 14,15 and 16 without 
any return fire. 


When you arrive at the spot that 
guard #11’s body occupies, turn 
on the Flashlight. A step below is 
the first of a series of three 
bridges that Gabe must cross. 
Make sure that you don’t fall to 
your death and stay on the 
bridge. 


#17 is in an alcove on the other 
side of bridge #3, waiting to 
come out and attack if you 
should get too close. The trick 
here is to not cross the bridge 
and stay to the tunnel wall on 
the left. Pick off the first three. 


Guards #9-10, while not 


walking together initially, will. 
- -come together if Gabe tal s" 


long to kill #9. Quickly run _ 


. toward #9 and pick him off as ... 
quichlu as Dable A юш spot... 


to pick off 19 from is right next 


to the crate with Nightvision xÇ 


ammo in it. 


As you cross the first bridge, turn 
off the Flashlight and equip the 
NR. Guard #12 is perched up 
ahead — no problems here. 


Ш = aga 


If you get an “В” in stealth, #17 
won't even know you're coming 
and it will be silent death for the 
dude. Now, face toward the 
tunnel wall on the left of the 
bridge and edge toward the right 
(the other side of the bridge). 
#17 will quickly come into view. 
If you kept everybody quiet, he 
won't even know you're there. 


yout: 


-if you take #9 out quickly, #10 
-Will just stand there waiting to 
~ die. If you don’t and #10 sees 


out #9, he will come 


running straight at Gabe, 
| Гане away. 


Once gou'ue made short work of 
him, turn on the Flashlight so 
that Gabe can find bridge #2. 
Once you have Gabe in position 
to cross the bridge, get rid of the 
Flashlight and equip the NR — 
пап #13 is a standing duck just 
ahead. 


Now, turn on the Flashlight, 
cross the bridge and go toward 
that door straight ahead (it is the 
elevator down to the silo). It is 
time to destroy the missile, save 
the world and finally confront 
Rhoemer. 


INCOMING FROM LIAN: 


KAZAKSTAN 


YOU WERE RIGHT. THE DEVYATKA’S LAUNCH SEQUENCE HAS ALREADY BEGUN AND WE HAVE NO 
WAY OF STOPPING IT. YOU'LL HAVE TO FIND THE MISSILE’S SELF-DESTRUCT CODES SOMEWHERE 
IN THE FUSELAGE ITSELF AND ENTER THEM INTO THE MAIN LAUNCH COMPUTER. WE CAN THEN 


DETONATE IT INTHE UPPER ATMOSPHERE. 


THE COMMAND COMPUTER MAINFRAME IS ALSO WHERE YOU'LL FIND THE GENETIC CODES FOR 


THE SYPHON FILTER VIRUS. 


OBJECTIVE 1: RETRIEVE MISSILE DESTRUCT CODES 


THE MISSILE DESTRUCT CODES ARE ON THE FUSELAGE OF THE MISSILE. THEY 
CAN BE FOUND ON THE MISSILE ITSELF, AT ITS BASE. THE BASE OF THE 
MISSILE IS LOCATED ON THE THIRD FLOOR OF THE MISSILE SILO. GABE MUST 
ACCESS THE ELEVATOR (1) TO GET TO THE THIRD FLOOR. ONCE THERE, HE 
MUST CLIMB TWO STEEL BEAMS AS THE LAUNCH COUNTDOWN BEGINS (2). 


OBJECTIVE 2: ACCESS MISSILE COMMAND COMPUTER 


THE MISSILE COMMAND COMPUTER IS ON THE SECOND FLOOR OF THE MISSILE 

SILO STRUCTURE. FROM THE MISSILE SILO ROOM, GABE MUST FIRST ACCESS 

THE ELEVATOR TO THE SECOND FLOOR (3). THEN, HE MUST GET A CARDREY 
OFF OF A SCIENTIST IN THE MISSION CONTROL ROOM (4). ONCE GABE HAS 
THE CARD, HE CAN PROCEED THROUGH THE DOOR ON THE OTHER END OF 


THE MISSION CONTROL ROOM. THE COMMAND COMPUTER IS ON A BANK OF | 


MAINFRAMES, JUST ТО THE LEFT OF THE WINDOWED ALCOUES ON THE 
LEFT SIDE OF THE ROOM (5). 


OBJECTIVE 3: ELIMINATE RHOEMER 


THIS OBJECTIVE ALSO OCCURS IN THE COMMAND COMPUTER ROOM. GABE 
MUST CLIMB THE COMMAND COMPUTER, SHOOT THE GUARDS IN THE 

° WINDOWED ALCOVE BEHIND IT AND CLIMB UP INTO THE ALCOVE BEFORE 
RHOEMER NAILS HIM WITH A GRENADE. ONCE IN THE ALCOVE, GABE WILL 
FIND SOME GAS GRENADES. MANUALLY TARGET RHOEMER AND END HIS 
EXISTENCE AND THIS ENTIRE, NASTY BUSINESS. 
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PRIMARY MISSION OBJECTIVES: ` 


1: RETRIEVE MISSILE DESTRUCT CODES ig 
2: ACCESS MISSILE COMMAND COMPUTER | 


SECONDARY MISSION | 


OBJECTIVES: Б 


3: ELIMINATE RHOEMER 


MISSION PARAMETERS: 


1: D0 NOT SHOOT AT THE MISSILE 

2: COMMAND COMPUTER MUST BE 
ACCESSED WITHIN 3 MINUTES AFTER 
LAUNCH 


5; WEAPON CRATE: 
GAS GRENADES 


3: MISSION CONTROL ROOM / 
SCIENTIST WITH CARDREY 


2: STEEL BEAMS — = 


This is it. We've got to destroy that 


missile! There is no time to waste: the Then, take a hard right and roll across 
countdown has begun. From the the steel decking. There are guards 
console that Gabe is facing as the level who will be shooting Gabe from below, 
begins, take a sharp left and head so he needs to be on solid steel decking 
toward the missile. Equip the PR-102 to avoid taking damage. 

before you start moving. 
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Immediately target the guard in front 
of the elevator (straight ahead) for a 
head shot. He tosses Grenades so, if he 
lets one go before you take him out, 
make sure you roll out of harm’s way. 
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[рү ТТТ ттт ч ~~ Then, run straight for the guard 
- ا‎ and the elevator and throw the 


elevator switch. 


There are two guards that Gabe will 
need to take out before we can retrieve 
the missile destruct codes. The first one 
is to the right as Gabe exits the 
elevator. 


The second is at the opposite end of the 
room, on an upper floor. 
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Snag the code and it’s cut scene time. 


Around the corner are two steel beams 
that Gabe must climb to get to the 
codes: Hurry! You have almost no time 
left! 
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VEL 20: AETI, KAZ eS 


Wait for the elevator to arrive, 
then hit the “Triangle” button to 
ride the elevator to the third floor 
below. 


About the time you polish this guy off, 
you will begin to hear a Russian 
woman’s voice, counting backward 
from 10. The launch sequence has 
begun! Gabe has until the count of 
“One” (“Un”) to snag the codes off of 
the fuselage. Run toward the second 
ША and around the backside of the 
missile. 
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fis we guessed, Markinson was 
working both sides. Of course, we don’t 
get to hear his complete story, as 
Rhoemer blows the back of his head off 
m the missile is launching... Checkpoint 


No time to think or grieve! Gabe must 
find protection from the heat coming 
off of the missile. Quickly, run back 
toward the elevator and roll 
underneath the fire door that shuts as 
the missile launches. You will have to 
run in a perfectly straight line to make 
it in time. 


Ride the elevator up and head down the 
corridor. Once Gabe turns the next 
corner, a guard will roll into the hall 
and open fire. Head shot required. 
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He will drop а Biz-2. Pick it up and 
activate the weapon, then head into the 
Mission Control Room. 
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fis soon as it is safe to come out, the : 
fire door will lift as the clock is ticking. Go back to the area where you shot the 
Gabe has less than three minutes to 2nd guard that was perched above and 
access the command computer. hit the elevator switch. 
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At the next corner, another guard will E 


attack. Around the next corner, you will be 
able to see Mission Control straight 
ahead. Before you get too excited, do a 
quick turn and get ready to take care of 
w i who will attack Gabe from 
ehind. 


In this room, there are two scientists 
and a couple of guards. One of the 
scientists is carrying a Cardkey that 


Gabe needs to get through the door on Now, run past the scientist and around 
the other side of the room and access the corner, and chase down the other 
the Mainframe Computer. If you head scientist... he has the Cardkey. 


to the left when you come in, you will 
be able to take out the first scientist 
and the first guard. 
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Trip the switch and go through the 
door. The Mainframe is up ahead. Equip 
the K364. 
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Keep zigging and zagging through 
openings in the computer banks and 
you will find the Command Computer 
here, just in front of the windows on 
the left and high on the wall. Phew... 
that was close! The missile has been 
destroyed and Gabe has reached 
Checkpoint #2. 
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through just yet. 


Take care of the first guard who 
attacks and make a run straight into 
the computer room. 


Problem: Rhoemer is not a happy guy 
and he wants Gabe dead... now! He is 
lobbing Grenades and is one tough 


hombre to bring down. But we've got a 
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Then, take care of the guard in 
front of the door, but don’t go 
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Instead, run to the left of the door 
and straight ahead. There is a 


crate with a K364 in it. 
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For now, forget all of the craziness that 
is going on around you. At this point, 
Gabe probably has less than 30 seconds 
to access the computer and it is all the 
way at the opposite end of the room. 
Run through the opening at the bank of 
computers on the left. 
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Climb straight over the Command 
Computer and head across the top of it. 


Using the K364, fire at the guard on the 
right side of the windowed alcove 
above, then quickly climb on up. 
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Rhoemer will lob Grenades up into the 


alcove, but Gabe is relatively safe here, 
as long as he stays to the back wall. 


But what's it all about? Markinson is 
dead. Rhoemer’s dead. The only one 
left to tell the story is Aramou, and two 
Agency guys are taking her away!???! 


Once up in the alcove, take care of the 
second guard. The two guards were 
wearing Flak Jackets, so Gabe’s got 
that going for him. Problem is, 
Rhoemer’s chucking Grenades and the 
FJ won't do Gabe any good. 


You will have to manually target 
Rhoemer (he moves around a lot), and 
anticipate an area that he is moving 
toward, then lob the Gas Grenade. It 
only takes one to do the trick. (He is the 
red dot on the radar.) 


The good news is that there are some 
Gas Grenades up here. They are the 
only weapon that will allow Gabe to 
kill Rhoemer. 


Rhoemer screams Logan’s name as he 
chokes on his last breath. 
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Hey, wait a minute... Agency guys? 
Who was really in charge of this 
operation? 
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"7. How to beat all 20 levels of the 
game. 


D All objectives and parameters 
completed. 


сЕ 3D maps with crucial weapon and 
enemy locations. 


Жк. == All secrets revealed. 
Su 


N ` fe Step-by-step walk-through 
j illustrated with more than 1,000 full 
color screen shots. 


os Written by Greg Off, author of 
Medievil: The Official Strategy Guide 
and Editor-in-Chief of PSExtreme. 
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